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Nintendo 


Forget platffrms like the 
Saturn or the PlayStatiqd 
this is on the 
SNES and it's 
fantastic." vIM 

Dave Perry on GAMES MASTEjHK 


The nation's top arcade sensation finds 
its way kicking and screaming onto the 
Super Nintendo Entertainment System. 
All the arcade action is here with the 
most stunning graphics yet seen on the ! 
16 -bit format, providing unstoppable | 
game play in the most advanced fighting 
game to arrive on the Super NES. M 
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THE N64 HAS FINALLY BEEN RELEASED - AND WE GOT ONE!! 

At last, the waiting is over. For months weVe been twiddling our thumbs, anticipation rising, and now the moment has finally arrived. 
Now sit back and enjoy the exhilirating ride, as we bring you 40 pages crammed full of Super Mario 64 and Pilotwings 64. Welcome to 
the NMS 64-PLAYs, beginning on page 39. 


- Tne Diggest sporting event of the 

r' by oor chums at T®HQ 

ympic Summer Games' 'Tis tmo 
page 10 for the ° 


PAGE 




S “IQit* 



















K/MMItS 

THE WORMS RETURN - PREPARE FOR BATTLE!! 

We brought you the World Exclusive preview in NMS #44. Now the worms are 
back, armed and dangerous and looking for action. Yes gamelets, we bring you 
the first UK review, and it's wriggling its way towards you on page 20. 
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1007 FIGHTS FOR 
AN ARABIAN KNIGHT!! 

The Arabian knight returns, full of Eastern Promise, in the epic 
sequel to Prince Of Persia. So grab your sword and slice through 
the action, as we bring you the full in-depth (and needless to 
say, EXCLUSIVE) review, starting on page 14. 


num i ms mtcT 2 

WE REVEAL GARGOS’SPECIAL MOVES!! 


Last month we gave you the World Exclusive on how to play as Cargos. This month we go one 
better, as we bring you the full lowdown on all the mighty warrior's moves. Only the brave should 
turn to page 38. You have been warned. 
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RARE’S SPORTING MASTERPIECE HITS A HOMERUNU 

After years of monkeying around. Rare has come up with the most realistic sports sim ever. So 
your baseball mitt and make your way to the pitcher's mound; the ball game begins on page ^ 
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And we're all far to busy playing on the 
Nintendo 64 to personally reply to 
inquiries, even if you send us an SAE - 

so don't bother, alright? 

We regret to say that cover-mounted gifts 
and promotions are not available to our 
overseas readers. Soz! 

COMPETITION RULES: EAAAP lAAAGES and 
Nintendo employees and their immediate 
families aren't allowed to enter any NMS 
competitions. The Editor's decision has been 
severely affected by awesome 64-bit power - 
but it's still final. 
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I write this Editorial from the comfort of my hospital bed. I had a nasty 
little accident, you see - while playing Super Mario 64 my eyes quite 
literally popped out of my head, and I had to be rushed to the local 
A&E department to have them shoe-horned back in again. Yes, you 
read it right - Super Mario 64. Believe it, pilgrims, 'cos this month we 
took delivery of two brand-spanking-new Nintendo 64s, complete 
with copies of SM64 and the equally stunning Pilotwings 64. Yes, after 
months of endless previews and teasers, we can now tell you exactly 
how the N64 games play in our new 64-PLAYs. You will not believe 
your eyes - although do try not to get too excited, or you'll end up like 
me. And things are hotting up on the Super NES too - this month 
we've got reviews of Prince Of Persia 2, Worms, Ken Griffey Jr's 
Winning Run and Power Rangers: The Fighting Edition, plus previews 
of Whizz and Realm. Boy, there's never been a better time to be an 
NMS reader - and the fun starts just over the page... 

DAVE 

irs FAN-TASnC! 

Issue 4 of Retrogamer dropped through our letterbox just before 
deadline, and once again it's an essential read for lovers of 
classic old games. Edited by Keith Ainsworth, 
latest issue features an in-depth look 
at the Colecovision console which, 
coincidentally, Dave has been raving 
on about ever since he found a 
emulator package on the Internet. 

There's also the final part of the Atari 
feature; this time Keith takes us up to 
1982 when video games were just 
beginning to increase in popularity. 

There are also game features on 
Mercenary: Escape From Targ and Head 
Over Heals, the classic Spectrum 3D plat¬ 
form game. So, if you fancy a gander, send 
£1.50 to: Keith Ainsworth, 52 Kingfield 
Road, Orrell Park, Liverpool, L9 SAW. And 
good news for puntlets in Merseyside: 

Retrogamer can now be purchased from 
HMV in Liverpool. Top boys! 


RATI NGS*%U IDE 


ANY GAME SCORING ABOVE 90 PER CENT IS IMMEDIATELY AWARDED 
THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS RECOMMENDED 
AND ABSOLUTE MUST BUYS. 

If s here and If s in my hands. Ifs an N64. Playing such delights like 
Mario 64 and Pilotwings 64 is truly the most breathtaking experience 
ever. My life is complete 


80-89 


Okay, so you didn't get an N64 but you got the next best thing - 
a Super Nes. You still can't beat an evening in, playing classics like 
Super Mario World and Mario Kart. Don't worry, your birthday is 
coming up soon. 
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70-79 

You're constantly on the move. So what better way to spend your time 
travelling than with your Game Boy. Hours of portable playing power 
at your fingertips. What joy! 

60-69 

Oh no, it's the present from auntie. What's this, an envelope? Oh 
wow, at last something useful, a record voucher. Now you can get that 
BoyZone CD you've always wanted. 

50-59 

You've been after a mountain bike for ages. 21 gears, mega chunky 
tyres, the works. You run out to the garage, only to find a second hand 
Raleigh Grifter. Oh well, at least it's got two wheels. 

40-49 

You're starting to reach your dating prime, and you feel you need 
something to boost your confidence Unfortunately, you ask your 
parents for advice, and end up with the Hi Karate Christmas set, 
complete with soap-on-a-rope. 


GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY AWARDED 
THE NMS KIPPER OF COMMISERATION, THE ACKNOWLEDGED BENCH¬ 
MARK OF BADNESSI When you asked for a puzzle game, you hoped to 
receive Tetris or Mario's Picross. What you weren't expecting was a 
3000-piece jigsaw of the English Countryside. What a bummerl 


20-29 


Ifs the middle of winter, and to help you keep warm, your parents 
have bought you a surprise gift. You're fifteen years old, and you've 
been given Power Rangers slippers. They even make you wear them 
when your mates visit. 


0-19 


Yes, ifs the present from Granny. Every year you hope ifs going to get 
better, but once again ifs the pants and soclu from the local market. 
And to top it all, they're always two sizes too small! 


NINTENDO PEOPLE SYSTEM 

Ask anyone in the office what'd 
be their perfect gift, and there 
will be only one answer: "An 
N64!" But what's the worst gift 
the NMS boys have ever received? 

DAVE "Food, glorious 
food" UPCHURCH 

Unfortunately, Dave got confused 
when he received a dieting book 
as a birthday gift. Never having 
dieted before, he cooked up the 
entire contents and ate the lot in 
one sitting. Unsurprisingly, Dave 
was still extremely peckish and 
headed out to his local pizza 
parlour. "I can't get to grips 
with this dieting lark," ,, — ,, 

he said. "Well, you're 1 

still hungry after- 1 

wards, ain't ya." 


DAVID "Under 
arm" HODGSON 

For our Dep Ed, it 
/ was his unusual 
deodorant. At first, he 
was more than happy 
with it, but after a while his mates 
complained. "Apparently I smelt 
musty when I wore it," he said. "So 
now I've gone for the natural 
smell." Unfortunately, ever since 
Dave Jr stopped wearing it, he's 
been smelling... er... well, a 
tad musty, really. / 


PETE "Beer" BARRELL ! 1 

Pete still has nightmares ^ . 
about the beer-making kit 
he was bought. His first 
headache was having to 
k spend a fortune buying the 
■ accessories that don't come 


supplied. Even worse, once M 

the liquid was ready for ^ E 
consumption, our Art Ed I J, i||l 
took one mouthful and \ 
then had to spend several 
hours in the toilet. ^ 

SHAUN "Just a bit off 
the top" WHITE 

Although he keeps himself clean 
and usually smells quite nice, 

Shaun did flip his lid one Xmas 
morning when he received a 
V male grooming kit, com- 
Ik plete with scissors. "Why 

would someone send me 
this? I don't even need a 
^ If!/ bair cut," he moaned. To 
this day, it still sits 
unused in his bath- 
room, where it will remain 
'til the day he dies. 

r i 


m \ CHRIS "Gooner" HOBBS 

I Chris is an Arsenal fan; 

Jt J mention Tottenham and 
1 he flies off the handle. So, 
Jk imagine his horror when he 
received a white shirt com¬ 
plete with cockerel motif . "What's 
that?" he screamed. Luckily, he's 
finally calmed down - and now he 
has a new chamois for his car. 


PHIL "Dur..." DAWSON 

Phil hasn't been the 
same since he received 
a dictionary. "What a 
pointless book. It's 
impossible to follow the 
story, and there are no 
pictures." With that, he 
headed back to his bed- 
. room, to the comfort of his 
€ B Topsy & Tim annual. 
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GRIFFEY HOME 
RUNS TO N6^! 


Later in the issue, you'll see the stunning 16-bit version of Ken Griffey Jr's Winning 
Run, which has been developed by none other than UK developers Rare. However, 
did you know there's also going to be a 64-bit version? Produced by Angel Studios, 
Ken Griffey Jr Baseball will be one of the first true physics-based 3D real-time sports 
games (phew, what a mouthful). By using a special suit which has sensors attached to 
it, the developers can motion capture all of Ken Griffey's moves. Unfortunately, there 
are no screenshots at present, but these black and white pictures show Ken in action 
and a computer image to giving you some idea of how he'll look in the game. 
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mUS GVKRED 
FOR N6^! 


Having recently stormed back onto the Super 
Nintendo, Titus has recently confirmed that it 
is to develop and publish software for the 
N64, with its first release due for early 1997. 
Information is sketchy at present, but we're 
promised that it'll be an exclusive title. 
Rumours on the Internet seem to be pointing 
towards some sort of Crazy Cars 64, but Titus 
will neither confirm nor deny this gossip. 
Obviously, the moment we receive any further 
information, we'll pass it on. 


WORLD WARRIORS 
RETURN TO THE SUPER NES! 


As you may have gathered from our exclusive scoop last issue, Capcom's continued 
license to print money has finally resulted in another Street Fighter game - and 
best of all, it's coming to the 'umble Super NES! Scheduled for an early August 
release in Japan, Street Fighter Alpha 2 features completely redesigned sprites, 
mammoth gameplay enhancements too numerous to mention (we're saving them 
for our forthcoming coverage) and more characters than The Cosmic Cracker has 
brain-cells! Yes, an amazing eighteen!! Until we receive further information and 
conformation of a UK release, feast your eyes on some more pretty darn smart 
Super NES piccies and prepare to tremble! 
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FREAK OUT, FREAK, LE CHIC! 


Virgin's first release for the N64 will be a -D platform game called Freak Boy. The 
story is based around an alien race called the ZoS who have taken over the 


NINTENDO 
NEWS NETWORK 




Hedron Universe. However, they missed one person - Freak Boy. Now our hero 
must set out to save his people from slavery with only his strange body-swapping 
powers to help him. 

Created using SGI workstations, the game utilises the N64's advanced SGI 
technology and allows the player to experience the whole adventure in 3D. The 
sheer power of the N64 offers gamelets the chance to play over 25 levels from 
thousands of different viewpoints. The game is being developed in California by 
Burst, a division of Virgin Interactive Entertainment. Chris Yates, Vice President of 
Burst, believes that the N64's unique capabilities to create out-of-this-world 
graphics and play mechanics will offer a level of gameplay that is unprecedented. 
Hopefully we'll have a more in-depth look at Freak Boy next month. 


LIKE A PUPPET 
ON A STRING! 

With Toy Story recently released, yet another 
Disney game is nearing completion. Pinocchio 
is due out in August, and features all the 
characters from the 1940's movie blockbuster, 
including favourites like Jiminy Cricket and 
Geppetto. In the game you have to help 
Pinocchio battle through nine levels as he 
endeavours to fulfil his one dream - to 
become a real boy. Ah, bless 'im! Pinocchio is 
a side-scrolling platform game aimed at 
younger players, and thanks to Disney's knack 
for animation it looks like you're playing a 
cartoon. In all the game features over 2000 
frames of animation, and the game also 
boasts a variety of songs from the soundtrack. 


MOLE-PLAYING 


MADNESS! 

These weird shots are from a new RPG for the 
Game Boy called Moguraanya. Strange name, I 
know, but it stems from Mogura, which is 
Japanese for mole. Anyway, Moguraanya lives 
happily with his wife and seven children, until one 
day when his buddy Jinbei disappears. 

In true RPG tradition, Moguraanya sets off to find 
his friend. He must dig his way through various 
sections in the hope of uncovering special items. 
There are eight levels featuring 
over 200 screens in total, so this 
game could prove a suitable 
alternative to Zelda. There's also 
a two-player mode, in which 
the second player controls 
Jinbei, the object being for 
Mogu to drop cabbages into 
holes while Jinbei tries to 
stop him. 
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COMPO WINNERS! 

Did you enter any of the compos from NMS #42 to 
#44? If so, the long wait to see if you've won is over. 


JUDGE DREDD VIDEO COMPO 

The following all win a copy of the video: David 
Brookes, Preston, Lancs; Richard Palmer, 
Wormley, Herts; Bryn Williams, Marple, 
Cheshire; Stephen Tully, Clwyd, North Wales; 
Alex Henman, Newcastle. 

VIRTUAL BOY COMPO 

Paul Archer from Ilford, Essex, wins a Virtual 
Boy and a stack of games, including WarioLand. 

CUTTHROAT ISLAND COMPO 

Mathew Curtis from Londonderry wins a CD 
Walkman and a game. Jason Morgan from 
from Sunderland wins a dinghy and a game. 

Ian Gunn from Fareham wins a model boat and 
a game. Finally, all the following win a copy of 
the game: Jamie Torson, Tythering, 

Macclesfield; Alex Cooper, Westbury, Wiltshire; 
Julian Romero, Langwitfr^unction, Notts; 

Martyn Driscoll, Kirriemuir, Scotland; Jack Cane, 
Rialto, Dublin; Karl Austin, Scunthorpe; James 
Lightning, Wandsworth, London. 

MORTAL KOMBAT COMPO 

The following win a copy of Acclaim's stunning 
MK3 conversion and a tips guidebook: George 


Huntley, Bristol; Ian Perry, Bournemouth, 

Dorset; Philip Muir, Aberdeen, Scotland; Sean 
McAllister, Rutherglen, Glasgow; Tony Kelly, 
Rainham, Essex. 

BIG HURT BASEBALL COMPO 

The following win a copy of the game on Super 
NES: Terry Horton, Brighton, Sussex; Graham 
Adams, Strathclyde, Scotland; John Black, 
Walsall, Midlands; Brian Osborne, Salisbury, 
Wiltshire. The following win a copy of the game 
on Game Boy: James Leese, Maidstone, Kent; 
Alan Trainer, Liverpool, Merseyside; John 
Webster, Doncaster, South Yorkshire; Barry 
Deck, Barking, Essex. 

TOYS *R^ US COMPO 

Steven Atkinson from Halesowen in the 
Midlands wins a bumper bag of brilliant 
Nintendo goodies. 

WCW RIHGBUSTERS COMPO 

The following win a set of WCW goodies: 
Thomas Curtis, Harlow, Essex; Rory Hughes, 
Partick, Glasgow; Mark Church, Peterborough, 
Combs; Dudley Wise, Epsom, Surrey; Michael 
Cruickshank, Fraserburgh, Aberdeenshire. 


PCM TGiiR (iOlf =^’-6 COMPO 

The following win a copy of the game: Tony 
Collins, Wolverhampton, Midlands; Dave 
Mason, Grays, Essex; Brian Hamilton, Bicester; 
Liam Green, Portslade, Sussex; Peter Jones, 
Newport, lOW; Russell Durham, Swindon, Wilts; 
Giles Day, The Wirral, Merseyside; Sunil 
Sandhu, Lozells, Birmingham; Simon Wright, 
Bridlington, East Riding; Richard Cranage, 
Hepworth, West Yorkshire; Ben Culliton, 
Brentwood, Essex; Luke Walsh, Rotherham, 
South Yorkshire. 


PREHISTORIK MAH COMPO 

The following win a copy of the game: K. Twist, 
St Helens; Mark Prosser, Liverpool; Helen 
Peterson, Roath, Cardiff; Mark Richardson, 
Rathfarnham, Dublin; Eugene Liu, Flimwell, East 
Sussex; David King, Beechdale, Nottingham; 
Christopher Mitchell, Elland, Halifax; Lee 
Milsom, Brantham, Suffolk; Ruth Mather, 
Blackburn, Lancs; Edward Thomas, Portland 
Towers, Leicester; John Scarratt, Yaxley, Suffolk. 


Michael Gorman from St Ives in Cornwall wins 
a set of Nintendo's budget games. 
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ROLL OUT 
THE BARREL! 

Kemco have begun work on a new N64 action 
game called Blade & Barrel. Very little is known 
about it at the moment, but judging from these 
screenshots it would seem to be a helicopter 
gunship shoot-'em-up. There appears to be both 
a two- and four-player simultaneous combat 
modes, which suggests the game could play very 
similar to an aerial Doom. Smart, eh? More news 
as it breaks, so watch this space. 


Wm AN ALIEN INVASION! 

Thanks to those incredibly nice people at Warner Home Video, we've been able to 
get hold of five copies of The Outer Limits: The New Series and Babylon 5 Vol. 11 
to give away to you. To be in with a chance of winning, simply answer the easy- 
peasy question below: 

Q. What year was Space Odyssey set in? 

(a) 1996 

(b) 1066 

(c) 2001 

Now write your answer on the back of a postcard or sealed envelope, add your 
name, address and age, and send it to us at: 

OUTER THIS WORLD COMPO, 

NMS, Priory Court, 

30-32 Farringdon Lane, 

London EC1R 3AU. 

All entries must reach us by August 14th, 
when the winners will be plucked from a 

_ .. wormhole in the space/time continuum. 

Please note that you must be over 1 5 years of 

ijiiilLMilSillHiflHHHiiBlI ^9^ 
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THE ACTION'S NOW 
HOTTER THAN EVER! 

200 lUational and International teams with more 
challenging opponents. Tournaments, Leagues and Friendly Game 
Modes, Penalty Shoot-outs and faster action all in 4 megs. 

The most sophisticated and original football gameplay for Game Boy! 



T*HQ INTERNATIONAL LTD, 4 THE PARADE, EPSOM, SURREY KT18 SDH. TEL: 01372 745222 

EA SPORTS AND THE EA SPORTS LOGO ARE TRADEMARKS OF AND ELEQRONIC ARTS IS A REGISTERED TRADEMARK OF ELECTRONIC ARTS. 
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With the Olympic Summer Games in full swing, everyone 
in the NMS office is feeling just a touch athletic. In fact, 
even Dave’s taken to squeezing himself into a pair of 
running shorts - and it’s not a pretty sight, I can tell you. 
So, with the air full of the smell of sweaty armpits and 
rancid sports socks, we felt it was time to... 


m NMS LADS COMPETE IN THE WORLD’S GREATEST SPORTS EVENT!! 



POINTS 


TOTAL 


(hmS) 10 


Imagine the pride of representing your country in the Olympic 
Games... The honour of competing against the World's finest 
athletes in front of a cheering crowd... And the glory of winning the 
coveted Gold Medal... 

Of course, given that we're such unfit slobs on NMS, 'imagine' is 
about all we can do - and even that takes so much effort it makes 
our heads hurt. However, with Olympic fever sweeping through lofty 
EAAAP Towers, we were desperate to find a way to become part of 
the noble Olympian dream. Then it hit us - why not stage our very 
own NMS Sports Day with T*HQ's marvellous Olympic Summer 
Games? And even better, why not get you, our beloved readers, to 
join in the fun? 

Event 1: loom Sprint 

As Dave's the Ed he got to go first. And he did well, his steady pace 
taking him through the tape in 10.36s. Dave Jr went next, but 
despite a lightning-fast push off the blocks some joypad fumbling 
lost him valuable seconds, resulting in an eventual time of 10.54s. 
Doh! Shaun stepped up next, and using his special button 
bashing technique dashed across the line in an 
astonishing 10.03s! The pressure 
was NOW on Pete 
to perform, and 
perform he did - 
atrociously! Limping 
home in an rubbish 
11.1 7s, Pete claimed 
the joypad was 
broken - but it wasn't! 


CONTENDERS. READY! 

It was a beautiful summer's day, with not a cloud in the sky and 
a cool breeze blowing. Not that Dave, Dave Jr, Shaun or Pete 
cared, 'cos they were all skulking around in the darkened games 
room, limbering up for the Super NES sport event of the year. 
Sadly, Chris and Phil (the Cosmic Cracker) had to be excluded 
from the fun (a) because Chris was on holiday, (b) Phil was out 
on a galactic quest for new tippage, and (c) only four people can 
compete at once anyway. 

The house rules were simple: everyone took part in each event, 
with the winner earning 3 points, the runner-up getting 2 points, 
the second runner-up receiving 1 point and the person in last 
place getting nothing. Go that? Then let the games commence! 


Event 2:110m Hurdles 

As Shaun won the 100m sprint, he got to go first this time. Once 
again his waggling was superb, but his jump timing was way off, 
resulting in some painful-looking runner/hurdle interfacing and an 
eventual time of 13.56s. Dave went next, his plodding technique 
producing a final time of 13.41s. Dave Jr disappointed again, his 

race scuppered by a bout of nerves; his 
final time: 13.70s. But if Dave Jr's race 
was poor, Pete's was pathetic; the cack- 
handed Art Ed failed to successfully jump 
over even one hurdle! Laughs rang out 
across the room as his time of 15.99s , 
appeared on the screen. Doh again! 






5 ? 


TIME TO BEAT: 10.03s 



POINTS 

TOTAL 

Dave 

3 

5 

Dave Jr 

1 

2 

Shaun 

2 

5 

Pete 

0 

0 


TIME TO BEAT: 13.41s 
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POINTS 

TOTAL 

Dave 

0 

6 

Dave Jr 

3 

8 

Shaun 

2 

9 

Pete 

1 

1 

DISTANCE TO BEAT: 16.82m 


DISTANCE TO BEAT: 8.6m 


Event 3: Long Jump 

Considering Dave finds it hard getting up in the morning, let 
alone jumping, his dismal performance - a feeble leap of just 
6.7m - was not surprising. Shaun faired better, though, a well- 
judged leap producing a distance of 8.3m. It was Dave Jr who 
really surprised, however, when the memory of his previous 
failures was eradicated once and for all by a spectacular 8.6m 
jump, putting him right back into the competition! Wovv^zers! 

And once again it was left to Pete to provide the comedy, with a 
bumbling hop that scratched up just 4.7m! Har-har! 


Event 4: Triple Jump 

At last Dave Jr seemed to be on a bit of a roll (to which Dave 
replied "Ham or cheese?"), notching up a terrific 16.82m jump on 
his first attaempt! Shaun's sterling efforts produced a distance of 
16.79m - frustratingly close, but not quite close enough! Once 
again life imitated art (or something like that, anyway) when Dave 
plodded down the track and ended up with a miserable 14.13m! 
And good old Pete surprised everyone by not making a total idiot of 

himself and producing a 
15.53m jumo, finally 


earning a point and 
breaking his duck! 


spmi mim 
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POINTS 

TOTAL 

Dave 

2 

8 

Dave Jr 

0 

8 

Shaun 

1 

10 

Pete 

3 

4 

DISTANCE TO BEAT 

: 5.80m 



POINTS 

TOTAL 

Dave 

1 

9 

Dave Jr 

0 

8 

Shaun 

2 

12 

Pete 

3 

7 


DISTANCE TO BEAT: 86.30m 


Event 5: Pule Vault 

This is one of the more complex events, demanding both skill and 
dexterity if success if to be achieved. Which could explain why Dave 
Jr, who's lacking in both, fared so badly, notching up a meagre 
5.50m. Shaun's performance was disappointing too, resulting in a 
lowly 5.65m vault. Then Pete stunned everyone by 
soaring up and over the bar to 
achieve a mind-boggling 
5.80m! This surprising turn of 
events obviously shocked 
Dave, who had earlier claimed 
to be a master 'of the pole', 
and quite good at pole vaulting 
too! Even so, he clenched 2nd 
place with 5.75m. 


Event 6: Javelin 

Thank goodness for video games! In 'real life' you'd never let Pete 
run around with a javelin - he'd probably end up taking some¬ 
body's eye out by mistake. Of course, on the Super NES there's no 
chance of such a gruesome accident happening... we hope! Once 
again Pete surprised everyone with a beautiful throw of 

86.30m. Dave impressed too, with a throw of 85.99m. 

However, Shaun earned the award 
for Spawniest Git Of 
The Day by sneaking 
into second place with 
a throw of 86.02m! 
Meanwhile, Dave Jr's 
hopes of Golden Glory 
continued to fade with 
a completely dismal 
78.48m performance. 
Come on, lad, pull your 


socks 


up 
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Event 7: Diseus 

Things were beginning to get a little tense now. With just four 
events to go and everything still to play for, nobody was looking 
forward to the discus, one of the 
trickiest events in the game. Once 
again Pete pulled it out of the bag 
with a stunning throw of 64.19m, 
setting a tough benchmark for 
everyone else to meet. Sadly, 
however, no-one did, with Dave 
and Dave Jr achieving 56.76m and 
58.25m respectively and Shaun 

totally spooning it, a disastrous _ i 

throw of 38.30m throwing his game j 

into total disarray. J 


Event 8: High Jump 

With the scores so close, bickering and back-biting started to 
break out amongst the formerly friendly NMS-ers. Whereas earlier 
any good performances were rewarded by polite congratulation, 
now even the merest error resulted in a barrage of heckling and 
taunting. And when Pete failed to clear even the lowest high jump 
setting, you could hear the cruel laughter in the street. Dave Jr 
acquitted himself well with a height of 2.30m, but 
Dave Sr amazed everyone with a stunning 2.34m 
leap. Shaun's weak streak continued with a decent 
but hardly exceptional 2.24m jaunt. 




POINTS TOTAL 


POINTS TOTAL 


HEIGHT TO BEAT: 2.34m 


DISTANCE TO BEAT: 64.19m 


Dave Jr 


Shaun 


Shaun 


Event 9: Sheet Sheeting 


Event ID: Archery 



GRAND 


Awards Ceremonyll 


SCORE TO BEAT: 188 points 


At last it was time to change out of our sweat-socked vests and soggy 
shorts and into a crappy padded jacket and casual slacks. Sadly, such 
was the mounting ill-feeling in the office, you got the feeling the NMS 
boys would rather be shooting each other instead of clay 
pigeons. Dave went first and his total lack 
of coordination produced an abysmal 
score of 124. Seizing the chance to 
make some headway Dave Jr blasted 
away like a demon, scoring a brilliant 
188. Shaun did well too, though not 
quite well enough, scoring 180. Finally 
Pete clinched third place with a 
respectable 172. 


\ 

r 

1 


POINTS 

TOTAL 

Dave 

0 

12 

Dave Jr 

3 

16 

Shaun 

2 

15 

Pete 

1 

11 


The pressure was really on Dave Jr now - one mistake, and he 
could wave goodbye to the Gold. As cool as a cucumber, he turned 
the tables and put the pressure on Shaun with a 
superb 315 points score. Sadly, 

although Shaun played well he 
didn't quite manage to pull it 
off, racking up 302 points. This 
left Dave and Pete to fight it out 
for the final two placings. Luckily 
for Pete's career he scored 269, 
14 points lower than the 
boss at 283. 



POINTS 

total|^ 

Dave 

2 

14 

Dave Jr 

3 

19 

Shaun 

1 

16 

Pete 

0 

11 


SCORE TO BEAT: 315 points 

..SA 53S I _ 


NOW IT’S YOUR TURN... 

Can you do better? Of course you can! Which is why we're inviting you to take part 
in the NMS Sports Day. All you've got to do is (a) buy a copy of T»HQ's brilliant 
Olympic Summer Games for your Super NFS (rated 91% in Issue #45, sports fans), 
(b) pick an event, become brilliant at it and get an NMS-beating time or score, (c) 
take a piccy of the screen to prove you did it, and (d) send it to us at the address 
below, along with your name and address and (if possible) a mugshot of yourself. 
The NMS Sports Day doesn't end until September 30th (it's a very long day!), so 
you've got plenty of time to hone your button-bashing skills. 

If you manage to come in the top three times/scores you'll win some top prizes. In 
fact, courtesy of our chums at T*HQ, we've got ten EXCLUSIVE NMS Gold Medals to 
give away to the overall winners in every event, each of which has been specially 
crafted for this competition and will be engraved with the winners' names, and there 
will also be special consolation prizes for the two runners-up in each event. 

So get waggling, and send in your times/scores NOW to: 

NMS Sports Day. ^ ^ 

NMS. Priory Court. OLYMPIC X tifk 

30-32 Farringdon Lane. SUMMER f I I 

London EC1R 3AU. GAMPQ r ^01 I 

Look out for an update in next month's issue to V3iA\lTl | | | 

see how the sports day is going! Good luck! IHTERNflTIONflL 
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The bold Prince of Persia is one of gaming’s most agile 
and athletic heroes, famed for his catriike reflexes and 
his incredible running, Jumping and sword-fighting 
skills. So we searched high and low for a reviewer of 
equal physical prowess - and ended up with Dave 
Upchurch, Ah well, so much for that idea then,,. 

We like a nice surprise we do on NMS, and surprises don't get 
much nicer than this, the unexpected release of the sequel to one 
of the Super NES's finest platform games. Believe it or not Prince Of 
Persia 2 first appeared on the PC (yawn!) nearly three whole years 
ago, and quite why it's taken so long for it to make the transition to 
the Super NES is unclear - perhaps it overslept or missed its train or 
something. Anyway, let's not be nasty 'cos it's here now - and the 
good news is, it's been well worth the wait! So, grab your baggy 
pyjama bottoms and dodgy gold sandals, it's time to for some 
Saharan shenanigans! 


MIDDLE ^ 
EASTERN PLOT? 


After the excitement of their first adventure the Prince and \ 
the Princess settle down in a nice semi-detached palace, \ 
looking forward to lots of romantic evenings cuddling up ' 
together and watching the sun setting over the dunes. Sadly, 
however, it is not to be. It transpires that the evil Grand 
Vizier Jaffar is not quite as dead as everyone thinks he is, 
and now seeks revenge for his ignoble defeat. Using arcane 
majicks Jaffar transforms his appearance into that of the 
Prince and so tricks his way Into the palace. Casting hypnotic 
spells on all those he meets - even the fair Princess! - he soon 
gets the 'real' Prince framed as an impostor. Barely escaping 
with his life, our hero flees aboard a merchant ship. Now can 
you help him reclaim his Princess and his kingdom? 


CART SPEC 

• BY: TITUS 

• PRICE: £49.99 

• RELEASE: AUGUST 

• GAME TYPE: PLATFORM 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS: Music/Sound FX 


GAME INFO 

• GAME ORIGIN: The sequel 
to Jordan Mechner's brilliant 
turban-charged classic. 

• GAME DIFFICULTY: YaarghN 

• SCORE TO BEAT: Get to 
Level 5 - with all your hair still 
in place! 

• /ILrf/?/V>ir/l/£S. Prince Of 
Persia, Yoshi’s Island, Diddy^s 
Kong Quest, Toy Story, etc. 


LITTLE MOVER! 

Because he had to leave his 
palace in a bit of a rush, the 
Prince didn't have time to gral 
much stuff. Given the odds 
stacked against him a nice 
sub-machine gun or rocket 
launcher would have come in 
very handy, but sadly all he 
has are a rusty old scimitar 
and an unfashionable pair of 
pantaloons. But he does have 
two other things on his side, 
namely the speed and the 
agility of a young gazelle. I 
mean, just take a look at all 
the stuff he can do... 


GAME CONTROL 

• CONTROLLER: Joypad 
m RESPONSIVENESS: Okay 


Sword 


Not used 


L: Reveal time left 
R: Not used 


Start: Pause 
Select: Not used 


GAME CREDITS 

• DEVELOPED BY: PSYGNOSIS 

• DISTRIBUTED BY: TITUS 

• MADE iN: UK 

• ARTWORK: c TITUS 


Look at him go! Given half a 
chance the young chap will 
sprint everywhere, never once 
pausing for breath! 


























































TIME... TO DIE! 

You can't really die in POP2 - should the Prince make an unwise 
move, you can just restart the level and try to complete it again. 
The problem is, however, that each failed attempt costs you time - 
and that's something you don't have much of. From the moment 
the Prince escapes the palace, you have just 90 minutes to guide 
him through the game's dozen or so levels, defeat Jaffar and save 
the Princess. Should the timer ever count down to zero, your quest 
will have failed and your beloved will remain under the Grand 
Vizier's spell forever! 


A REAL CUFFH ANGER! 


I; pnpi's o olalform game, needless te say you II nave 
,t do a lo o&ng aboul. Hopping up and dov^ on 

Sits® 

often the Prince will 

messy death! Ah well, you take your pick... _ 
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i/UMP 

% With one bound the Prince can 
leap across bottomless pits and 
^ ravines! Just remember: don't 
.ever look down! 


CRAWL 

Some tunnels and obstacles can 
only be traversed on hands and 
knees. Try not to get his trousers 
too dirty! 


CLIMB 

Got to... reach... the... ledge... 
The Prince's eagle-eyed ability 
to spot handholds in any surface 
is astounding! 


CREEP 

No, we're not talking about 
brown-nosing, but the ability to 
pad forwards stealthily one step 
at a time. 







































REVIEW 


GERROFFMEf 

There aren't that many different foes for the 
Prince to battle on his way to the final face-off 
with Jaffar, but what they lack in variety they 
make for in sheer rock-hardness. Come meet 
them with me - and bring some plasters... 


THE TEMPIX OF OOOMf 


As the Prince nears Jaffar's hide-out, the levels 
get more tortuous, the traps more deadly and 
the enemies more fearsome. And if you want 
proof of that, have a look at this... 


PLEASt BRING A BOTTLE.' 

Your health is indicated by little red jars at the bottom-left of the 
screen, while that of your enemies is helpfully indicated by blue jars 
at the bottom-right of the screen. Health top-ups can be found in 
potion jars hidden around each level, and some even extend your 
health bar! But choose wisely, for some potion jars are poisoned 
and will take energy off you! 


/ stepped on a 
pressure pad - 
wonder what 
that did...? 


Yaargh - a pit 


Hmm, what 


START! Okay, 

trap! Best start 


lies down here. 


which way 

again! 


! wonder... 


shall I go... 


FIGHT FOR THE 
RIGHTTO,ER, FIGHT' 

Swordfights are infrequent in POP2, but when 
they do happen they can be nerve-wracking!y 
tense. If not dealt with quickly even the weakest 
nasties can reduce the Prince to a pile of sliced 
salami in seconds. The combat options open to 
the Prince are limited; he can shuffle forwards, 
he can shuffle backwards, he can slash with 
his sword and... er... that's it, no parrying, no 
ducking, no nothing. However, don't go away 
thinking that the swordfights are just a case of 
'Bash the Sword button and hope' - there's a 
definite art to it all which, once learnt, makes 
combat surprisingly satisfying... 


A temple guard! Take 
that you fiend! 


PALACEGUARDS 

The Prince's once-loyal 
troops have been turned 
against him by Jaffar's 
hypnotic spells, so try not 
to hurt 'em too much - 
they don't mean to be 
nasty, it's just a phase 
they're going through! 


SKELETONS 

In the mist-filled caverns 
beneath a mysterious isle 
dwell the dark forces of 
the undead. These 
animated corpses of slain 
warriors despise royalty 
and the living - and the 
Prince is both! 


SNAKES 

Although these snakes 
are the smallest nasties 
in the game, ironically 
they pack the biggest 
punch - just one bite 
from their venomous 
fangs spells instant death 
for the poisoned Prince. 


ZOMOfE HEADS 

Floating through the air, 
sleeping the sleep of the 
dead, these rotting heads 
only come to life when 
the Prince walks too 
close. Watch out: their 
lightning-fast bite attacks 
are (literally) murder! 


TEMPLE GUARDS 

Don't be fooled by their 
stupid headgear - these 
bird-obsessed geezers 
(and hey, who isn't? Eh, 
lads? Eh?) are pretty nifty 
with a sword. Take care 
or they'll make you see 
their point! 
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Pah! These 
guys are no 
match for me! 


. that was TOO close/ Just as 


Alright bone-bag, you want some do 
you? Come on, then... 


Clonk! Oh, you can't beat the sound 
of metal grating on bone! 


Let's twist again! That's it skull-face, 
back you go... 


CAUGHT IN A SAND TRAP! 

As well as all the platform hopping and swordplay, there are a fair 
few action puzzles for you to ponder over None of them are too 
complicated or involved, but they give the old grey matter a little 
exercise none-the-less. Take this one, for example: five floating stone 
slabs form a path across a pool of quicksand. Treading on the slabs 
makes them sink, so once you've walked across them there's no way 
back. The trick, it transpires, is to tread on all the slabs EXCEPT the 
one with the symbol on it - this makes a door open in the rock wall! 


I Yum, a potion! 
j Just what I 
I need right now! 


Jump, you fool! 


What's up 
here...? Hey, 
this pressure 
pad's opened 
the exit gate! 


Don't get 
impatient... 
Take care.. 
I'm there! 


Back I go... Just 
a few steps from 
freedom now! 
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Traps AND 
guards to 
avoid - I'm 
getting too old 
for this... 


Oops! Nearly 
missed the 
jump! Mustn't 
get too cocky... 




They'll have to 
do better than 
this if they want 
to catch me! 


A BRIDGE TOO FAR? 

If you want an idea of how tough POP2 can get, have a look at this sequence: the 
way forward lies across this bridge. The only problem is that a skeleton guards the 
way - and it's got unlimited health! Not matter how much you slash at it with your 
sword, it keeps on fighting! And as the exit door will only open when the beast is 
dead, what do you do? Er, easy. Fight away, and try to manoeuvre yourself so that 
you're facing right. Now force the skeleton back and its weight will cause the bridge 
to collapse. If you're lucky you might just grab hold of the bridge! Otherwise both 
you and the skeleton plunge screaming into the abyss! 




























































































STRATEGY 


ACTION 


CHALLENGE 


REFLEXES 


ORIGINALITY 


HOUR 


WEEK 


MONTH 


YEAR 


GRAPHICS 


A Smooth, super<reaiistic 
animation and brilliantly 
gory death scenes! 


▼ Backgrounds tend to be 
a bit same>y and dull. 


PLAYABILITY 

A Some spectacularly 
well-designed levels - 
many require real cunning 
to complete. 

▼ Controls take a while to get used to 
and the game lacks the speed and fluidity 
of more modern platfomers, such as DKC2. 


SPINNING FLOORBOARDS 


It looks like a floorboard. It smells like a floorboard. Hell, it 
even tastes like a floorboard! But it's not a floorboard. Put 
one foot on this deceptive little nasty and you'll end up plum 
meting to a crumpled death! 


COMMENT 


By current 
standards POP2 
may look a little 
unspectacular 
and the sound's 
nothing to write 
home about 
either, but 

nwmmjg- where it really 

OMVE scores is in the 

gameplay. After a few minutes 
familiarising yourself with the 
controls, the brilliant elements 
that made the first game such a 
smash come shining through. 
Cliff-hanging stunts and tense 
swordfights combine to create an 
addictive and totally involving 
action adventure that'd have 
even Aladdin quivering in his 
curly-toed slippers. It's a tough 
game and therefore unsuited to 
the young or the short of 
patience, but if you think you're 
up to the challenge then you'll 
love this. A juicy slice of pure 
Turkish Delight! 


SLASHfNG BLADE? 

With your mind full of 
thoughts of rescuing the 
Princess, it^s all too easy t 
miss the tell-tale grooves 
the walls that indicate the 
slashing blades. Just craw 
beneath them to avoid be 
sliced n' diced! 


COMMENT 


lONG-TCRM IHTCRtSr 


(NMS) 18 


Less intelligent 
gamers who 
prefer a dreary 
hack-n'-slash 
approach are 
going to find 
POP2 a tad too 
difficult. You 

_ _ see, you have 

DmwE to use your 

noggin as well as deft joypad 
waggling ability to survive in this 
game. Once the strange control 
system has been mastered (or 
relearnt by those familiar with the 
first game), you've got yourself 
one humdinger of a platformer, 
with great animated characters, 
varied backdrops and realistic 
scenery. The gameplay is 
absolutely rock-solid, and with 
numerous secret bits to discover 
you'll be Arabian fighting for 
some time to come! Jolly good 
show, Titus! 




so WAVS TO MEET TOUR MAKER... 

Well, not quite 50 but there are loads of traps hidden around 
the levels which'll make mincemeat out of any incautious 
Prince foolish enough to walk into them. 


POISON DARTS 


Poison dart traps are not that hard to spot (that b-g pressure 
pod is a dead give away!) and not that hard to avoid (|ust 
iLmp over the pad!), but they still catch out the over-hasty 
player with alarming frequency. 


LAVA POOLS , .. 

And you thought the local Turkish baths were hot! Don't dip 
... b thes. pools of njolfon I so«or on 

immediate fiery death. Just edge up to the side of the pit, 
then jump over as far as you can. 


SPIKE WALLS 

Often obscured behind 
pillars or rocky outcropping, 
these lethal walls of spikes 
make instant royal shisk- 
kebab out of even the 
healthiest Prince. My best 
advice is to to stay well away 
from them at all times 


OVERALL 

POP2 won't 
please everyone - 
it looks doted and 
takes a while to 
get into. However, 
persevere and you'll discover one of 
the cleverest and most addictive 
platformers on the Super NES. 
Definitely one of the better ways to 
spend your Arabian nights... 


86 


LASTABILITY 

A Loads of levels and a 
crippling time limit give 
this one real legs... 

T ...But you could well 
collapse in frustrated despair long before 
you reach Jaffar. 


SOUND 

A Some neat effects and 
bizarre music that I liked 
for its weird atmosphere... 

T ...But that everyone else 
in the NMS testing labs hated for its 
appalling lack of melody. 
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sithe power in your hands 


# live longer, punch Idirder, run faster, jump higher 


# hundreds of built-in cheats for the latest blockbusters (and the best of the rest) 



# buit-in cheat finder to create your own custom cheats and tricks 
# play import carts with universal adaptor feature 

Super lies 

# enter new cheats as games are released version 


^ Available from .. 

all good computer and video games stores 

or direct from 
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CART SPEC 

• BY: TEAM 17 

• PRICE: TBA 

• RELEASE: OUT NOW 

• GAME TYPE: SHOOT-TM-UP 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-4 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: N/A 

• OPTIONS: Loads! 


GAME INFO 

• ORIGIN: First there 
was Lemmings, then some chap 
asked “Hey, what about small 
pink invertebrates with guns 
but with similar graphics?” And 
so Worms was born... 

m GAME DIFFICULTY: 
Moderately difficult. 

• SCORE TO BEAT: Kill an 
opposing team in three turns! 

• ALTERNATIVES: Lemmings, 
King Arthur's World. 


GAME CONTROL 

• CONTROLLER: Joypad 
% RESPONSIVENESS: Not bad 


] Not used 


Fire weapon 


Not used 

L: Not used 
R: Not used 

Start: Um... Start 
Select: Select 


GAME CREDITS 

• DEVELOPED BY: TEAM 17 

• DISTRIBUTED BY: OCEAN 

• MADE IN: UK 

• ARTWORK: c TEAM 17 


’’Right, yoo ’orribie little worms! Time for ya pasty-faced 
invertebrates ta go ta WARRH Now it ain’t gonna be 
pretty but heck, war never is! Some o’ 
ya won’t be cornin’ back either, but I 
don’t care - just git in thar and blow 
those rivals away! YEEHAAARRU” ^ 


Finally, after the release of Worms on just 
|v about evej^ gomes platform ever invented, 

^ Super NES owners can at last get to grips with 
their small pink friends in the safety of their own 
home. Arm up and wade into the fray with all 
I manner of military hardware as the worms turn, 
split up into teams of fourjtind set about blasting 
the opposition with bazookas, mini-guns and even 
exploding sheep! Yep, the garrie is wild all right, 
but have those Team 1 7 chappies managed ^ 
convert the whole kit n' kaboodle onto a lowly 
Super NES cartridge? Read on, dear reader, (. 
and ye shall find out... f 




100 ^,>0 


‘TOirilE HIT! O 

YOU’RE BLEEDING,! 

War, as they say, is hell. And being j 

on the worm frontline is even more \ - ^ 

hellish, as your worm chums will * 

soon discover when hot molten death ^ 

begins to rain down from the skies. \ 

Take cover quickly soldier (ideally ' 
behind a tree, as the scenery stays 
where it is and doesn't fall to earth) and V 
choose your hardware with care, as each 
weapon packs a different amount of hurgn^f ' 
Each pink gent can take around three 
hits from his initial 100 hit points 
before carving his own 
gravestone, and there's i 
no combat medics on 
hand to bandage up the 
wounded! Good luck, 
people, and remember: 
sneak to survive! 
























W WClvSTERS! UfyifUt 

hide from md you $ad f | jg mJm 

bfodt<^j>u^"f|Ifed excuse for a coterpife/l 
Tirrte,for7ne to call thfe mothership! Hello? 

Is that Mr Cracker? ^uW ybu be ^o kind as to 
transport me team member? 

Make it so! Hoo-h^harl Kight, out with the 
dynamite! Now where's me match? Tee-hee! 

Okay, time to run for it!! Yaa-hooo!! Whoops, jumped into a wall and bounced 
onto me own dynamite!! Doh! Run away!! RUN AW..." KABOOOM!!! 


CO]»IE AND / 
CHOOSE A 
THEATRE OF WAR! 


V / As the battles become more fraught with danger, you'll 
/ soon move on to more exciting and dangerous territory. 

/ For those in the Worm Foreign Legion, why not take your 
/ battles to the desert landscapes, with cacti, animal skulls one 
stone structures to hide behind. Or perhaps you'd rather take 
; to the snowy climbs of the arctic tundra, where you'll be hiding 
r behind snowmen, scaling ice bridges and taking care not to fall 
into the freezing water! Choose your scenery and let the brutal 
carnage commence! 


INCOMING ENEJVIT TARGETS 


So what exactly do your crack team of veteran combat specialists have to duck 
and dive from? Well, you'll learn the answer to that one rather quickly, as there's 
twelve different pieces of killer hardware to choose from (three of which become 
available only after a weapon drop). All of these were covered in detail back in 
our special Worms issue (#44), so look there for further details. During our bouts 
of thrilling worm-on-worm action, we found the cluster bomb to bo by far the 
most entertaining, as they're thrown like a grenade but burst into high-explosive 
fragments that demolishes scenery and worms over a huge area. Use them wisely 
and you'll clear up in no time! 


















ORIGINALITY 


HOUR 


WEEK 


MONTH 


YEAR 


- ■ ’ERE, WHERE’S >IE HOMING MISSILE?! 

Unfortunately, it's not all good news, as your troops turn up for battle minus several key pieces of 
worm-slaying hardware (present in all the other versions of the game). The Homing Missile is the 
main weapon to disappear, a serious oversight considering it was one of the most deadly (for either 
side) to watch and play with. Not only that, but mines are missing from the arenas of battle, and 
the sprites are so small that they become very blurred against pale backgrounds (buy a big telly to 
get the most out of the graphics). 






tWell, this is a 
^bit of a turn-up. 
Now I consider 
myself a real 
professional 
wormer, as I've 
played every 
other version 
MI/iE Jf* available and 
was looking 
forward to the Super NES one 
with great anticipation. And what 
a disappointment it's turned out 
to be! If you're into your fun 
strategy games and you've never 
played (or seen) another version 
of Worm, you'll be surprised at 
the fun you can have. But for 
those who have seen the other 
versions, prepare to get all narky 
and cross 'cos this has lost loads 
in translation. Apart from the 
horrid controls (with the 'Select' 
button being used for almost 
everything), there are fewer 
weapons, sound FX, animation 
I frames and much slower game- 
play; surely considering the basic 
graphics, this could have been 
avoided? Ho-hum. 


Despite some 
■niggles, there's 
Tno escaping the 
f fact that Worms 
_ \ on the Super 

jP ° 

. fun, especially 

when played 
against mates - 
the sadistic joy 
to be had from greasing a 
friend's worms is amazing (and 
not a little worrying). True, the 
lack of some key weapons is 
extremely annoying (and limits 
the potential for cunning traps 
and strategies), the slow pace 
occasionally frustrates (especially 
as there's no obvious reason as 
to why this is so) and the odd 
control system takes far too long 
to get used to, but the amazing 
I addictive qualities that have 
made Worms such a multi-format 
phenomenon still managed to 
shine through regardless. 


GRAPHICS 

A Those worms wiggle 
and fire off ordinance 
against some impressive 
backgrounds. 

T Some names are difficult to make out, 
and the action moves slowly. 


SOUND 

▼ There are loads of 
sound effects missing, and 
the title tune becomes 
teeth-grindingly irritating 
after a few listens. 


tong instead of 
r inner Chi and 
nothing to loose, 
nch off into the 
ardened worm 
lie Wdeath, streaking 
plosives, and detonating with the 
melonfaconers! " 


BREAKDOWN 


I_ _j 

ACTION r I 

I 

CHALLENGE [^1 


LONG-TERM INTEREST 


OlfERALL 


Worms on Super \ 

NES is a bit of a mW 

disappointment. If 

you've never seen ; ' 

another version of 
Worms before, then we recommend 
this title. However, remember you'll 
be playing a slowed version with 
missing sounds, animation and 
indistinct visuals. 


PLAYABILITY 


A This an addictive game 
of Worms... 

▼ ...Minus a couple of 
special powers and run¬ 
ning at a slower rate. 


LASTABILITY 


A A variety of strange 
landscapes... 


80 


▼ ...But as there's not 

that many of them you'll 

soon get bored. A good laff with your 

mates, though. 


REVEW 


NMS 
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/ must be in the minority when I say I've never watched 
Power Rangers, I just can't understand why kids go crazy 
over a bunch of college students who dress up in lycra 
and fight some of the weirdest-looking baddies 
ever Must be getting old, I guess, 


If there's one thing I can't stand about my little nephews, 
it's that every time they visit they demand to play on my 
Super NES. And I hate it. Now before you think I'm a 
heartless so-and-so, let me explain. It doesn't 
matter what the game is, if it's got a battery 
back-up then you can be sure they'll erase the 
memory. Okay, sometimes it isn't a problem, 
but most of the time they don't even realise 
they've done it. And when you question 
them, they laugh and offer you a sweet as a 
peace offering. And as if that's not enough, 
they always leave their sticky little fingerprints 
on the controllers. Anyway, for once, a game 
has appeared that may just be suited to my 
younger relatives - although I'd still recom¬ 
mend supervision while they're playing it. 


nStUBHlINBEOinotN^^ 


CART SPEC 

• BY: BANDA! 

% PRICE: £59.99 

% RELEASE: OUT NOW 

• GAME TYPE: BEAT-TM-UP 

• CART SIZE: 816 MEG 


GO GO, POWER RAMGERS! 

The main one-player game is Story mode. 
This allows you to choose either Thunder 
Megazord or Mega Tigerzord and compete 
in a 'best of three rounds' battle against a 
series of opponents, eventually facing Lord 
Zedd. There's also a one-player Trial mode, 
which is a one-round sudden-death battle. 
Win and you advance to the next challenger, 
but try not to take too much punishment as 
you only regain partial amounts of power 
before the next bout. 


GAME FEATURES 

• NO. OF PLAYERS: U2 Players 
m HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 
m CONTINUES: Yes 

• OPTIONS: Time; difficulty. 


GAME INFO 

• GAME ORIGIN: Based on 
the TV series, movie, duvet, 
lunchbox, slippers... 

• GAME DIFFICULTY: Variable 

• SCORE TO BEAT: Complete 
on Hard mode. 

m ALTERNATIVES: Killer 
Instinct, Mortal Kombat 3, 
Super Street Fighter 2 Turbo. 


GAME CONTROL 

m CONTROLLER: Joypad 
• RESPONSIVENESS: Average 


j Strong punch 


Strong attack 


Weak attack 


Weak punch 


CHALLENGE ME,„ IF YOU DARE! 

One-player games are all well and good, but you 
can't beat the immense feeling of satisfaction that 
only comes from watching your mate squirm as 
he tries to justify his two-round whipping. Fighting 
mode is by far the best of the three gameplay 
options, and should prove the most challenging - 
I don't think even younger players are particularly 
going to struggle with the one-player games, at 
least not until the last couple of bosses. In 
Fighting mode there are eight characters from 
which to choose, all of which have the expected 
array of special moves and attacks. 


L: Not used 
H: Not used 


Start: Pause 
Select: Not used 




6/IMC CffCDflS 

• DEVELOPED BY BANDA! 

• DISTRIBUTED BY: BANDA! 

• MADE IN: USA 

• ARTWORK: c BANDA! 


























As I stated 
earlier, this is 
to 

impress the 

W^^FBr/ serious beat- 

'em-up fan, but 
how does it fare 
\ for a younger 

- audience? For a 
M start, the moves 
9WwJfmUmW are quite easy 
to perform, so even the youngest 
of you should be able to get to 
grips with them in no time. The 
gameplay is slow, but at least it 
scrolls quite nicely. The biggest 
disappointment for the little 
kidlets, though, is that you can't 
control any of the Power Rangers 
individually. I'm sure that younger 
players will enjoy this, but I can't 
help thinking they'd much rather 
button bash to whatever their big 
brother is playing. 


IIM "/V OUT! 

Although the special moves, as stated earlier, 
are much easier to perform than in yer typical 
blood-n'-guts basher, many of the now-standard 
beat-'em-up features you'd expect are all present 
and correct. For instance, there's the ability to 
perform combos; by using the power gauge to 
full effect you can start a combo by first launching 
into a special attack. Unfortunately there are no 
death moves, so you have to finish off your foe 
with old-fashioned punching and kicking - well, 
you can't beat a bit of mindless violence! 


STRATEGY 


ACTION 


CHALLENGE 


REFLEXES 


ORIGINALITY 


LONG-TERM INTEREST 


WEEK 


TEST YOUR STREIMETH! 

Each player has a power gauge that 
continuously moves across the screen. There 
are two factors which determine the attack 
strength - the colour of the gauge and also 
its length. Watch out when the gauge shows 
a lightning pattern; that means it's now at 
full strength, and if activated at the right time 
you can totally destroy your rival! Can you feel 
the power? Sure you can! 


MONTH 


YEAR 


GRAPHICS 


A Good detail poid to the 
main characters; brill intro. 


T Extremely basic-looking 
backgrounds; characters 
are a little flat. 


SOUND 


▼ All sounds a bit power 
puff and terribly muffled. 


A Special moves are very 
easy to perform. 


▼ Sometimes seems slow 
to react; lack of special 
moves means players resort to simply 
pressing a single button. 


POWER RAIMEERS, WHERE ARE YOU? 

If, like me, you've never watched Power Rangers, you may be 
confused as to why you don't control the Rangers themselves. Well, 
actually you do control them. Confused? Let me explain. There are 
occasions when even the MMPR struggle against the dark forces of 
supreme evil. In times of crisis, the Rangers join forces and morph 
into colossal battle units. There are four units from which to choose, 
and although they sound very similar, all have unique special attacks 


LASTABILITY 


A It you re a complete 
novice, it's just possible 
you could struggle. 


▼ Only three difficulty 
settings in one-player mode. 


OVERALL 


Even though 

MMPRiTFE is A 

dearly aimed at 
younger players, I 
still can't help 

feeling it could have been so much 
better. Probably best to steer clear, 
me thinks. 






























Super throw/Stea! base 


] Pick off batter 


Swing bat/Pitch 


Bunt 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Excellent 


Take 


that! 


Cor 


that 


s gone a 
long way. I think HI run to 
that white square. I'm not 
gonna slide though ~ I'm 
not getting my pants dirty. 


Gawd, I must be important. 
They've put me where every¬ 
one can see me, and given 
me a ball. Right, I think I'll 
throw it that-a-way... 


Rare have taken time out from monkeying about 
to deveiop the most spectacular Super NES 
baseball game ever. Strange, isn't it, that 
although baseball is America's national game, 
Nintendo has turned to a UK developer to 
create the sim? Well, it's about time we showed 
those Yanks a thing or two. Batters up! 


I've said it before and I'm getting a little bit sick of it so, 
for the very last time, baseball is NOT just girly rounders under a 
different name! Baseball is played by serious athletes who train their 
socks off during the off-season to be in the best shape possible. 

Well, they do have to compete in over TOO games a season, you 
know - and that's even before they make the playoffs! And if that 
hasn't convinced you, the players also command ridiculous salaries, 
with the top geezers earning in excess of several million dollars a 
season. And if you still need some conclusive proof, these guys are, 
without doubt, some of the most popular celebrities in the USA, 
have women constantly flocking to them, and are loved by one and 
all. So don't tell me that it's just a game in which a bunch of 
blokes simply whack a ball around a field and 
throw it back to each other, 'cos it just won't 
wash. Alright!? 


GAME INFO 

• GAME ORIGIN: America’s 
national sport turned into a 
game - by a bunch of Brits! 

• GAME DIFFICULTY: Variable 

• SCORE TO BEAT: Record of 
10-2 in League mode. 

• ALTERNATIVES: Frank 
Thomas Big Hurt Baseball, 
ESPN Baseball Tonight. 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 Players 
m HEAD TO HEAD: Yes 

m BATTERY BACKUP: Yes 

• CONTINUES: N/A 

• OPTIONS: The usual ones 


CART SPEC 

• BY: RARE 

• PRICE: SEE IMPORTER 

• RELEASE: IMPORT ONLY 

• GAME TYPE: SPORTS SIM 

• CART SIZE: 32 MEG 


L: Check runner on 3rd 
R: Check runner on 1st 

Start: Pause 
Select: Call time out 


GAME CREDITS 

• DEVELOPED BY: RARE 

• DISTRIBUTED BY: NINTENDO 

• MADE IN: UK 

• ARTWORK: c RARE 


REVIEW 




Of, PAY ATTENTION... GAME ON! 

Okay, so KGJWR is a baseball sim, but before you flick over to 
the next review, stop and take a quick butchers. See? Quite 
impressive, isn't it? That's because the game's been developed 
by Rare, and as you'd expect, they've rendered all the players 
to create one of the most realistic sports games ever. So for 
those of you who've always dismissed Yank sports games, 
why not take a closer look at this masterpiece? 
You may be pleasantly surprised. 




AMMR 


ANGELS 

ATHLETICS INDIlN,- 
MAR INERS RQVAiW " 
RANGERS BfeWf 




































Oh no, it's coming my way. 
rd better hold my mitt up to 
protect my 'ead. Bloomin 
hell, I caught it - what a 
stroke of luck. 


They won't strike me out. 

Oh no. I'm gonna whack 
this little round baby right 
out the ground. You just see 
if I don't. Er... 


It's got the height - but has 
it got the distance? It's 
going... going... GONE! It's 
out of here. Chalk another 
one up to Bat-meister! 


The crowd goes wild! I'm a 
hero! That's the last time I 
play for tuppence. From 
now on, if they want me it's 
three million a season! 
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STRATEGY 


ACTION 


CHALLENGE 


HOUR 


fMC p 
CAML 


WEEK 


MONTH 


YEAR 




NAME 


WAfJOHAl^ ERA 


STATS REALLY IMTERESTIN9^ YA KNOW! 

If there's one thing the Yanks go mad about it's game statistics. 
Whereas we come out of a footy match talking about the result and 
who scored, they like nothing more than chewing the fat about the 
most irrelevant incidents: "Gee, did you see number 25 tie his 
shoelaces up seven times during that game?" Okay, so 
they're not quite that bad but if it's stats they want, then 
that's what they're gonna get. KGJWR has totally 
comprehensive data on every player who featured 
last season which are then updated as the game 
progresses. So if you want to know have many 
home.runs Ken Griffey's hit, or how many strikes 
NolartRyan threw, you need look no further. 




H AO » 0 I 




MARRV meaier 


BREAKDOWN 


ORIGINALITY 


LONG-TERM INTEREST 


SWING low:, 

SWEET CHARIOT! 

For those still a little in the 
dark about the fundamentals 
of batting, here are a few 
pointers. The batter stands on 
the plate and the pitcher 
throws the ball towards him. 

If he misses, and the ball flies 
over the plate, it's called a 
'strike'; three strikes and the 
batter is out. If the ball's 
thrown wide of the plate and 
the batter leaves it, it's called 
a 'ball'; four balls and the 
batter walks to first base. If 
you swing at a ball and miss, 
it becomes a strike. If you're 
still baffled, it may be easier 
simply to swing at anything 
that's thrown your way - it's 
probably the only way you're 
likely to score. 


Wow! Without a 
doubt, KGJWR 
£ ^ is the most 

/ complete 

t baseball game 

■ V that's ever seen 
P the light of day 

Ml ^ on the Super 

EmSMJBkttAM , 

9m mM I again. Rare s to 

be congratulated on creating 
another great-looking game. 

Even so, KGLWR isn't just about 
fancy graphics - the gameplay's 
excellent too. The action's fast 
and incredibly smooth - it has to 
be seen to be believed! Normally, 
baseball games becoming tiring 
after a few innings, but there's 
no sign of this happening with 
KGJWR. This is going to be a 
huge hit Stateside, and it's sad 
that baseball fans in this country 
are highly unlikely to get to play 
it on official release. Come on 
Nintendo, how about an official 
UK launch? 
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I could never 
understand why 
US punters 
were so much 
into baseball, 
but having 
spent a few 
hours with 
KGJWR I think 
_ I'm starting to 

EEAmWE see the appeal. 

This isn't just the best baseball 
game on Super NES, it's arguably 
the best sports simulation period! 
Graphically the game's superior 
to anything that's gone before, 
and the use of sound - especially 
the crystal-clear speech samples 
- creates an authentic feeling of 
'being there'. In terms of game- 
play it's superb, with the controls 
allowing for some surprisingly 
subtle and tactical play - a fact 
that adds to the game's longevity, 
especially in two-player mode. 
Wonderful stuff! 


STA^AR-AR-AR, THAT'S WHAT THEY CALL YOU! 

So why choose a player from the Seattle Mariners to endorse a 
game? Well, for a start, Ken Griffey is one of the most successful 
baseball players in America. After helping his team to qualify for the 
playoffs, he hit a record-tying five home runs against the Yankees. 
He also scored the winning run to cap the final game, which is now 
one of the greatest finishes to any post-season game ever. Another 
reason is that Mr Arakawa, President of Nintendo Of America, is 
also on the Mariners' board of directors. Cor, small world innit? 


(MMS) 28 


SOUND 

A From the mighty roar 
of the crowd to the umpire 
calling strike, it's like 
you're there! 


OVERALL 

Awesome! KGJWR 
ranks as the most 
playable and 
realistic sports sim 
we've ever seen, 
and it's yet another World Series 
pennant in the cap of the Rare boys! 


LASTABILITY 

A This is a sports game 
and, of course, it has more 
options to keep you 
amused than you could 
possibly want. 


PLAYABILITY 

A Fast, smooth and 
extremely easy to get into. 
However, don't think if s 
going to be a walkover. 


GRAPHICS 

A Class! You wouldn't 
expect anything less from 
Rare, and once again they 














































DOOM 

29.99 


SECRET OF MANA 

28.49 


PGA TOUR GOLF 

14.99 


SUPER BOMBERMAN 

15.99 


WORMS 

37.49 


ZELDA 3 

24.99 


D KONG COUNTRY 2 

45.99 


M EURO 96 FOOTBALL 

stitched PVC, 82 Panels 

ABSOLUTELY FREE 

Existing members can renew early to lake advantage of these offers. 




GOLDSTAR 3DO 89.99 

WITH ONE JOYPAD 
AND FIFA SOCCER 
GAIVIE CD 


19.99 22.99 44.99 


SNES Games 


• = NEW ITEM 

CUTTHROAT ISLAND.24.99 

DONKEY KONG COUNTRY 2 .. .45.99 

DOOM .29.99 

EARTHWORM JIM 2 39.99 

FIFA SOCCER .24.99 

FIFA SOCCER 96 39.99 

ILLUSION OF TIME .26.49 

INTERNATIONAL SUPERSTAR 
SOCCER DELUXE VERSION ...47.99 

JOHN MADDEN NFL 93.9.99 

KILLER INSTINCT .29.49 

LEGEND OF THE 

MYSTICAL NINJA .19.99 

MICRO MACHINES 2 .37.99 

MORTAL KOMBAT 3 49.99 

NHL ICE HOCKEY 96 .41.99 

PGA TOUR GOLF .14.99 

PRIMAL RAGE .39.99 

RISE OF THE ROBOTS .19.99 

SECRET OF EVERMORE .44.99 

SECRET OF MANA .28.49 


STAR TREK - DEEP SPACE 9 ...39.99 

STREET RACER.21.99 

SUPER BOMBERMAN 

(FOUR PLAYER GAME) .15.99 

SUPER BOMBERMAN 2 .22.99 

SUPER BOMBERMAN 3 .38.99 

SUPER INT’L CRICKET .34.99 

SUPER MARIO KART .24.99 

SUPER PUNCH OUT .20.99 

THEME PARK.36.99 

TOY STORY •.52.99 

UNIRALLY .24 99 

WEAPON LORD .39.99 

WORLD MASTERS GOLF .39.99 

WORMS.37.49 

YOSHI’S ISLAND .45.99 

ZELDA 3 - LINK TO THE PAST ...24.99 

3DO CD Games 

ALONE IN THE DARK 2 23.99 

BLADEFORCE- .14.99 

CANNON FODDER .13 99 

CAPTAIN QUAZAR .35.99 

DOOM .9.99 


36.99 24.99 


GOLDSTAR 14 ” COLOUR TY/MONITOR 

• MADE IN U.K 

• REMOTE CONTROL 

• FULL ON-SCREEN DISPLAY 

• PERSONAL PICTURE & SOUND 
PREFERENCES 

• 120 MIN SLEEP TIMER 

• 40 PROGRAM MEMORY 

• SCART SOCKET 
HEAD-PHONE SOCKET 

14” COLOUR TV 


124,99 


9.99 

...19.99 

...17.99 

...35.99 

...12.99 

.9.99 

...14.99 

...14.99 

...34.99 

...14.99 

...14.99 

...19.99 

...23.99 

.8.99 

...12.99 

...19.99 

...29.99 

...23.99 

...14.99 

...19.99 

...21.99 

...14.99 

...12.99 

...29.99 

...19.99 


ED EE when you buy any item at the same time as joining o 
renewing for one year or more. Other offers available. 


GUYVER PART 1 Animated action movie 
(VHS. Rated 15) . 


OFF WORLD INTERCEPTOR 
PGA TOUR GOLF 96 

PO’ed (POED) . 

POWERS KINGDOM .. 

QUARANTINE . 

SAMURAI SHODOWN 
SPACE HULK 


STARFIGHTER . 

SUPER WING COMMANDER 
SYNDICATE . 


THE HORDE 


THEME PARK 


TOTAL ECLIPSE TURBO 
VIRTUOSO. 


WING COMMANDER 3 


NEW SNES 


£99.99 


+ 

MARIO 
& 

ALL 
STARS ...99.99 


SNES + CONTROLLER & 
YOSHI’S ISLAND .115.99 


.99 

FIFA SOCCER ... 

FLASHBACK . 

FOESOFALI . 

HELL (RATED 18) 
IRON ANGEL ... . 

KILLING TIME. 

MEGA RACE . 

NEED FOR SPEED 
NIGHT TRAP . 


SNES Peripherals 


FIGHTER STICK SN 
24.99 

ARCADE STYLE 
JOYSTICK WITH 
AUTOFIRE, 
TURBOFIRE 



LOGIC 3 

SPEED PAD ...9.99 
WITH AUTOFIRE 


LOGIC 3 SI 

3RINT 



AND SLOW MOTION 

FREEWHEEL 
STEERING WHEEL 
18.99 

PLUGS INTO JOYPAD 
PORT. SUITS MOST 
DRIVING GAMES 


l LIGHT GUN- 
I MEGADRIVE 
OR SNES 

PLAYER 2 ...17.99 

FOR LETHAL 
ENFORCERS 1 &2 AND SNATCHER. 
PLUGS INTO GUN FOR TWO-PLAYER 
ACTION. (COLOUR MAY VARY) 


PAD . ..9.99 
SIX BUTTON JOYPAD 
WITH DUAL SPEED 
AUTOFIRE & SLO-MO I 


SUPER 
ADVANTAGE 
JOYSTICK ...16.99 
WITH AUTOFIRE. 
TURBOFIRE AND 
SLOW MOTION 


PROPAD FOR 
SUPER NES ...12.£ 
AUTOFIRE (TWO 
SPEED) & SLOW 
MOTION 
QUICKJOY SN 
PROGRAMMABLE 
JOYPAD ...19.99 
PROGRAMMABLE 
WITH AUTOFIRE AND 
SLOW MOTION 

■ SAITEK 

MEGAMASTER 1 
JOYSTICK ...15.99 
AUTOFIRE & SLO-MO 


TECHNO PLUS TP516 
JOYSTICK ...14.99 
WITH AUTOFIRE, 
TURBOFIRE. SLOW MOTION 


DUST COVER .3.99 

HI-FI AUDIO LEAD - 

SNES TO HI-FI .12.99 

PHASE 9 MULTI-PLAYER 

ADAPTOR.15.99 

FOR SUPER 
BOMBERMAN AND 
OTHER FOUR PLAYER 
GAMES 

SCART L^AD .14.99 

SUPER NES TO SCART TELEVISION 

MONITOR LEAD .12.95 

SNES TO PHILLIPS CM8833 OR 1084S 


9.30flfli tfl Spm Mw-Sflt 
tOwn fo 5pm Stm & Bonit H«ls 

01279 600204 

Fax 01279 72M42 i*tHfax back) 
HEAVY cfiscoonh HtiCE ranpe 
Credit terms svb{e(t to stotus 
Regular (olovr (tub Magoiine 
. Extra XS (oupon distounts 



OUT OF THIS WORLD 
SATURN PRICES! 


SONY PLAYSTATION 
FROM JUST £179.99 


SEGA SATURN + SONY PLAYSTATION + 

ONE CONTROLLER . 179.99 ONE CONTROLLER. 

SATURN + VIRTUA FIGHTER 2 199.99 PLAYSTATION + X-COM . . 
SATURN t PANZER & VF 2 ... 214.99 PLAYSTATION + ALIEN TRIL. . 


199.99 

.209.99 


PLAYSTATION & SATURN DEALS COME WITH FREE FAST DELIVERY 


All prices include VAT and carriage to MOST UK mainl^d addresTe” 
WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 

fXMA AUMUiSNIP ff AUGAZiNit - £f 

ONE YEAR MEMBERSHIP £7.00 (UK) £9.00 (EC) £11.00 (WORLD) 

Buy one item as you join for a year and we’ll give you a choice of great FREE gifts. 
Over 250,000 people have joined, and Special Reserve has 80 dedicated staff. 
Members are under no obligation to buy anything. Our regular club magazine 
contains a staggering selection of products, many at below trade price. 
Hundreds of pages of information on our internet site at www.reserve.co.uk. 

Amazing club shops at Chelmsford, Essex and Sawbridgeworth, Herts. 

PC repairs & upgrades at Sawbridgeworth (e.g. your 486 to Pentium by mail). 
No Quibble return policy £4 min or 2.5% - see the club magazine for details. 

Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 


(BLOCK CAPITALS please) 

Name & Address_ 


NINTENDO MAGAZINE SYSTEM 


Enter membership number (if applicable) or 

y EHBERSHy FEE fANNUAL £ 7.001 


item 


Please use this box to add any optional fast delivery charge 

1st Class Post 50p per posted item or £3 hardware 

^PRICeSINCUJDeUKPOaTAQEAVAT 

Cheque/P.0./Access/Creditcharge/Switch/Visa ^ 


CREDIT CARD 
EXPIRY DATE _ 


SIGNATURE 


SWITCH 

_(ISSUE NO._) 


Mail Order address. Cheques payable to; 

SPECIAL RESERVE 

P.O. BOX 847, HARLOW, ESSEX, CM2I 9PH 

sorr« games l«»<j may no! >w Oe avaitai« P'eose pftone to cnecX 
SAVE : Savng o« fwi retail prv:* kiter-.Med'atea Ltd. The Uaftihgs. Sa»t>roge»orth 
P-'Ces may change iv^lhout p»w notification. Sent to press 28-06 96 E i 0 £ 



inOEX HOUSE 
OSCOT 
BERKSHIRE 
SL5 7EU 

ninTGnDo-B4 impoRTs 
CPLL FOR PRODUCT LISTIRGS 

01344 33404 





^*lanet Consoles 

100 Co<^ Close, Bradfey stoke North, BitsM • 01454888081 

ALSO - SATURN • PLAYSTATION • NEO GEO CD • ETC 




ZONE VIDEO 

334-336 Oldbury Rd. Whiteheath. Odibury. Birmingham Tel; 0121 561 4550 
MAIL ORDER ONLY: 6 Beechwood Rd. Warley. Smethwick. Birmingham. BB7 5EP 
MAIN STORE; 336 Londondonderry Rd. Warley. Smethwick. Birmingham. B68 SMB 
Tel: 0121 511 1436 Fax: 0121 544 7041 


FIRST WITH ALL JAP IMPORTS 




ALL HARDWARE AND SOFTWARE 
WE WILL BEAT ANY PRICE IN WEST MIDS 
MEGAORIVC, SNES, PSX, STAURN, VIDEO CD, CD-ROM, 

HONG KONG AND JAPANESE CINEMA-ACTION-ANIMATION 
NINTENDO G4 NOW AVAILADLE! - NINTENDO 64+2 GAMES EPHONE 

Saturn Video CD cartridge.EPhone 

PAL Saturn with game.EPhone 

PAL Playstation with game.EPhone 

lAP Saturn with game.EPhone 

JAP PSX with game.EPhone PLAYSTATION CONVERSION 

NOW AVAILABLE 

SATURN/ Vampire Hunter. Panzer Dragoon 2. Darius. X-Men. 

Gebockers. Sonic Fighter. Wipeout. Magic Carpet. King of Fighters 95. Fatal Fury 3. Ultimate MK3 
PSX/ Tekken 2. Biohazard. Gradius Deluxe. X-Men. Darkstalkers. lumping Flash 2. Cyberia. Need 
For Speed. Rave Racer. Soul Edge / Playstation Conversion Available 

Tel; 0121 511 1436 Fax: 0121 544 7041 
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Quake feeble mortals, for / hold in my fair hands the 
final ever role-playing adventure from Squacesoft! YES!! 

the fair Super NES-owning folk of Japan bid a fond 
farewell to the superb talents of these great adventure- 
meisters, we take a look at their last effort until their 
hoped-for return to the Nintendo camp. So what’s this 
one all about then? 


L: Rotate character 
R: Rotate character 

Sturt: Not used 
Seiect: Not used 


GAMB CREDITS 

• ueVtLOPED BY: SQUARESOFT 

• DISTRIBUTED BY: NINTENDO 

• MADE tN: JAPAN 

• ARTWORK: c SQUARESOFT 


CElD 


gridlocked:: 

Squaresoft have obviously looked at Sony's RPG Arc The 
Lad (great graphics but completed in only a day) for 
inspiration, as the combat system is exactly the same. 
When some nasties bump into your cast of characters, 
the action switches to a grid-based overhead view with 
your lot in one corner and them lot over in another. Then 
each combatant has a set number of movement points in 
which to close and hack into the enemy with glee! All 
this works well, except for problems of some characters 
obscuring smaller fighters and the unfortunate tendency 
, to whack your mates in the heat of battle! 


REVIEW 


- - 


CART SPEC 

• BY: SQUARESOFT 

• PRICE SEE IMPORTER 

• RELEASE: IMPORT ONLY 

• GAME TYPE: RPG 

• CART SIZE: 32 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: Yes 

• CONTINUES. No 

• OPTIONS: Save game 


GAME CONTROL 

• CONTROLLER: Joypad 
m RESPONSIVENESS: Okay 


Summon menu 


Fight/Talk 


Run 


Summon menu 


You want a plot, folks? Do ya? Well, I've got a jim dandy for ya, oh 
yes indeed! Sit back, lie down and let's begin... There's this magical 
land, and in it a young lad sits a-pondering and a-thinking. He's 
known by the mystical name of, er, G. Red. His father is the famous 
explorer and treasure hunter known as G. Brown. No, I don't know 
what the G. stands for, and don't interrupt. Ahem. Right, now G. 
Brown is recovering from a previous expedition and doesn't want G. 
Red to bother him, so the youngster goes off to his grandfather's, 
and this elderly bloke is called (wait for it) G. Silver. Whilst relaxing 
on the front lawn, he hears news that a legendary Iron Bird has 
descended! Yes, I know! I was as excited as you are! Well, G. Red 
returns to tell his father the news, but finds that he's gone and 
legged it, leaving a note saying "I'm off! Find me in the World Tree 
Country!" And with that. 


GAME INFO 

• GAME ORIGIN: 

SquaresoWs very last 
RPG for the Super NES... 
for ever and ever! 

• GAME DIFFICULTY: Very, 
very tricky indeed 

• SCORE ro BE.AT: Defeat the 
killer of G. Silver and use 
spells in combat! 

• ALTERNATIVES Secret Of 
Mana, Breath Of Fire, Secret 
Of Evermore and many others. 


YO. MWSrH. RED IN THE HOUSE!! 

In keeping with previous incomprehensible 
Japanese RPGs, Treasure Hunter G has a cast of 
cute Japanese-style super-deformed characters. 
However, these ones are even more odd, as 
they're known by a variety of strange names. 

We'll skip over some of the more bizarre chaps 
(such as Dr Hello the inventor) and concentrate 
on the main gents. First up is G. Red; so called 
because of his crimson headband, t«shirt and 
trainers; this hero also sports a fashionable blue 
spiky headpiece (all the rage in Japan at the 
moment). He'll take on the main baddies with a 
variety of killing techniques. Then there are his 
mates: G. Blue (so called because she's^r, 
green); Rain, a gentle spirit who prove^nvaluable 
when her healing powers are emplo^STand 
Ponga, a monkey with appalling ojjHB^roblems. 
Phew - with these lot to contend v^^those pesky 
monsters don't stand a chance! 




(BELOW RIGHT) Whoah 
there! G. Red's home village 
goes up in smoke - prepare 
to gasp at the flickering glow 
of the fire effects! 


WHAT THE BLUE 
BLAZES IS COIN’ ON?! 

Treasure Hunter G can only be 
bought on Japanese import at 
the moment, and the second 
you slot your cart in you'll 
realise just incomprehensible the 
whole package is. The Japanese 
text is utterly overwhelming, to 
such an extent that you'll spend 
nearly two hours wandering 
pointlessly around two villages 
until a huge fire consumes your 
home town and the adventur^i 
begins properly. Just 
l^ci^^^ing on hen^^^rag^^l 


■K you're the 

sort who can 
stand visiting 
towns, strange 
realms and 
various weird 
characters only 
to be greeted 
with reams of 
OMmwB Jr Japanese text, 
then this is the ideal RPG for you. 
For those with a short attention 
span, you'd be well advised to 
steer well clear of this. I found 
this to be an enthralling title with 
beautiful graphical effects and a 
likeable cast, but the Japanese 
text was just a little too obtrusive 
and spoiled what looks to be 
another winning RPG. I'd have no 
hesitation in recommending an 
English language version. Let's 
wait and hope for an eventual UK 
PAL conversion. 


how the magpi^^e|i wdrfW^ 
so prospective buyers be^ 
warned: this has much more 
Japanese text than most and 
can leave you very stressed! 


STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 1 ^ I 1 ^ I n~~l 

LONG-TERM INTEREST 


SQLARESOFT’S 
GRAPHICAL PROWESS! 

This being a weighty 32-meg 
monster with the Squaresoft 
meisters at the controls, you'd 
better gird your pantaloons for a 
veritable graphical extravaganza 
(see above)! Apart from the 
standard Mode 7 wanderings on 
the map screenb, you'll be 
■4 gob-smacked at just how 
detailed all the locations are. 
^ From the subtle colouring 
^ and shading of all the objects 

* to character interaction with 

* the scenery (such as hacking 
Jl at bushes, Zelda-style) the 
m splendour of the graphics is 
H just what we expect from our 
— ol' chums at Squaresoft. 


WEEK 


MONTH 


YEAR 


ItTOHwiHHpppffiniiHl 


GRAPHICS 


A Great shading and 
detail make this one of 
the most beautiful RPGs 
around. 


SOUND 


A The Super NES sound 
chip has been exploited to 
the maximum, with a full 
range of tunes that fill you 
with adventuring zeal! 


PLAYABILITY 


A For those fluent in 
Japanese, no problem. But 
for everyone else... 


▼ ...There's great swathes 
of text to wade through, and the combat 
system is slightly marred by confusingly 
tiny sprites. 


LASTABILITY 


A This is a Squaresoft RPG 
on a 32-meg cartridge; 
you'll be at this for 
bloomin' months! 


OVERALL 


A great looking 

and fantastic A 

sounding RPG 
from Treasure, but 
the text problems ^ ^ 

mar an otherwise marvellous romp 
through fantasy land. Wait for an 
English version - that is if one ever 
actually appears... 















wdrit is ckpte'iqT^in' 
Ifeven worse, Tintin's gbi 
ikies all the time. Then 
h^cJookxitit^ro^ 

constantly 


CART SPEC 

• BY: INFOGRAMES 
m PRICE: £19.99 

• RELEASE: OUT NOW 

• GAME TYPE: PLATFORM 
m CART SIZE: 4 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 Player 

• HEAD TO HEAD: No 

• BATTERY BACKUP: Password 
m CONTINUES: Yes 

• OPTIONS: Difficulty; sound 


GAME INFO 

• GAME ORIGIN: Adaptation 
of Herge's comic hook 
adventure of the same name. 

• GAME DIFFICULTY: Fair 

• SCORE TO BEAT: Reach the 
mountain range. 

• ALTERNATIVES: The Smurfs, 
Asterix, Asterix & Ohelix. 


SUPER GAME BOY 

• ADDITIONAL FEATURES: 
Clever use of colour palette. 


GAME CREDITS 

• DEVELOPED BY: INFOGRAMES 

• DISTRIBUTED BY: INFOGRAMES 

• MADE IN: FRANCE 

• ARTWORK: c INFOGRAMES 


H-ir THAr sm-t: 6or! 

Some of the levels take time out from the usual jumping around 
and adopt a more puzzle-y angle. Once Tintin arrives at the 
monastery in Nepal, he is faced with four challenges. The first 
hurdle is to repeat the drum beats played by the monks. If he 
succeeds his second task is to position a series of signs into the 
correct order. Next Tintin has to walk to the library and help to 
rearrange a set of books; he has to line up all the symbols so they 
lay on top of each other. For his final puzzle, Tintin must recite a 
piece of music using five bells. Failure to complete these tasks will 
see Tintin return to the start. 


GAME CONTROL 

• CONTROLLER: Game Boy 
m RESPONSE: Good 

7i//Jip/Se/ec/ 


Rint/Drop object 


Start: Pause 


5 j Select: Move cursor 


CnmS) 32 


IT'S A TAIN er TKAIN! 

The game begins with Tintin 
reminiscing to Captain Haddock 
about how he first met up with 
his mate Chan^, Apparently it 
all began onji ruling holiday in 
must have 
BR 'cos not 
ly, the 
although 
nothing to do 
ow on the 
iffet only 


Switzerla 
been 
too IO| 
train o 
for once i 
with leave: 
track. ^ 
selling 
sandwic 


ut-of-date 
ecided it 
was easierTb abandon the train 
and set off on foot. He soon 
spotted a young boy who had 
fallen into the water. Without a 
thought for his own health, 
Tintin jumped in and rescued 
him. And in fairytale tradition, 
they've been friends ever since. 


/ don't know ^ouf 
would let melytake a i/s 
drunken QlfTfooL Bui 
have di 
always the 


I can't qu 
well. I mean^ 
except a good 
a couple of sherbets 
snotty-nosed teenager foj 
that little dog snapping at 


_ '■*^5>^lfing for 'Lunchtime 

O'Booze' to sober up before he 
can set off to solve another 
mystery. It's amazing they ever 
done, come to 


P- 


OPr f ONS 






REVIEW 



















































































REVIEW 


L^AVlHOi ON A J^r PL^AN^! 

After being informed that Chang is dead, Tintin goes to his 
room to be alone and have a good cry. Well, you don't want to 
look a big sissy in front of your mates, do you? While sleeping, 
however, Tintin receives a premonition about his buddy laying in 
the snow fighting for his life. So, along with Captain Birdseye, er, 
I mean Haddock and his faithful companion - an irritating dog 
called Snowy - they set off to find Chang, who happens to be 
laying somewhere in the middle of the mountains. The words 
'needle' and 'haystack' spring to mind! 


SOUND 

A Pretty good for 
Game Boy, with a wide 
selection of tunes. 


PLAYABILITY 

A Instantly easy to get 
into, and even better on 
the SGB. 

T Going through the level 
intros gets on your nerves, but it's 
beneficial to read them rather than 
skipping straight back to the game. 


LASTABILITY 

A Three difficulty settings 
to suit all levels of games- 
playing skill. 

T After completing it 
once, you may think twice about going 
through it again on a harder setting. 


OUERALL 

Tintin In Tibet is a 
pleasant surprise, 
and makes an 
ideal purchase for 
platform fans. If . " 

nothing else, it should keep you 
amused until Diddy's Kong Quest 
GB arrives. 


A Excellent graphics 
for GB which have I 

been adapted for the j 


04 

I_ 


GRAPHICS 


PONT ST/VNP SO 
OUOSe- TO M^! 

Although graphically inferior to 
the Super NES version, Tintin In 
Tibet does, at least, follow the 
same storyline very closely. There 
are some slight changes; for 
example, in the first level you can 
no longer walk towards the 
screen to avoid the objects, so the 
game plays much more like your 
typical platformer. This definitely 
benefits the game as in the Super 
NES version it became frustrating 

every time you ^ -- - 

accidentally walked A 
towards the screen. 
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COMMENT 


Having already 
reviewed the 
Super NES 
version, I wasn't 
expecting great 
things from 
Tintin. But I 
have to admit I 
was very 
mmmmMmmmmm impressed with 
SHmAUM the Game Boy 
version. For a start, the gameplay 
has been simplified quite a lot 
which definitely helps the game 
flow better. The graphics are 
superb - at last, developers are 
using the Super Game Boy's 
superior graphical technology. 
With a good variety of levels and 
a fair degree of challenge, Tintin 
In Tibet is certainly a game worth 
playing. Okay, so I know the 
hero's a idiotic blond boy with a 
quiff, but give it a go all the same 
you know you want to. 




After talking about Chi 
He stumbles across a 
mountains, not too f 
heads for the recepti 
letter for him. This lev' 
Haddock by searching 
Unknown to Tintin, he 


f f T T ^ A " O ^ ^ - 

/ £ fT TO 


Ik round the hotel, 
lane crash in the 
thing of it, he 
in Haddock has a 
down Captain 
members of staff, 
credibly bad news. 


■ ■ ■ I 


















































































• Toy Sfory: The Video Game 

on Super NES! 

• 12"-high Woody Talking Doll! 

• 10"-hlgh Buzz Talking Doll! 

• Buzz Lightyear Ta!klng Moneybox! 
• Woody Budtiy Do!!! 

• Coffectibfe Figure Gift Set! 
f • BendaMe Figure Gift Set! _ 

^ THREE SETS EACH WORTH 1 
/ OVER £200 TO GIVE ^ 

^ AMMW; 


SECOND 

PRXIC// 


• Toy Story: The Video Game 

on Super NES! 

• Buzz lightyear Buddy Dell! 

• CoHertIMe Figure Gift Set! 

• Bendable Figure Gift Set! 

THREE SETS EACH WORTH 
^ OVER £100 TO GIVE ^ 
■ AWAY!! H 


PLUS// i 

Superb Toy 
Story artlon 
figures for 24 
runners-upU i 


Chances are that you've seen Disney's Toy Story, the 
magical movie about toys who come to life. Created on 
computer, this wonderful, hilarious and spooky tale 
'stars' Tom Hanks as Woody and Tim Alien as Buzz 
Lightyear. If you haven't seen it, you haven't lived... 

And if you're a fan, the good news is that T*HQ's Toy Story game 
is now out and about on the shelves of a software store near you. 
Rated at a stonking 92% in NMS #44, it's a superb platform romp 
which follows the plot of the hit movie with refreshing accuracy. It's 
one of the best-looking run-n'-jumpers around, employing rendered 
graphics based upon the actual 3D models used in the film. 


A PRXZE OF &ZZX! ^ 

Hey-hey, now this ain't at all bad! To celebrate the arrival of Toy ^ 
Story on Super NES we've joined forces with our mates at T*HQ I 
and Toy Options and compM^d six Toy Story goody bags to give 
away, plus Toy Story action figures for 24 runners-up! If you liked 
the film, you'll love these beautifully-made prizes! 














PANDEMONIUM 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 

□ (£2.00) Computer Contest 

□ (£2.00) Video Game Contest 

□ (£2.00) Media Rig Contest 

□ (£3.00) SPECIAL! Enter them all (SAVE £3.00) 


WORD LIST and LETTER CODE chart 

PINCH.W PRESS.K BLAST.A WRECK.D 

BREAK.Z PUNCH.S SPRAY.C TURBO.V 

STOMP.T STAND.R PRESS.E DREAM....O 

CRUSH.I SCORE.H SLANT.L CHASE.P 

MYSTERY WORD CLUE: 

WORLD RULERS HAVE IT AND IN THIS CONTEST YSU HAVE IT 


VOID WHERE PROHIBITED • ENTRY DEADLINE: POSTMARKED BY AUG. ITTH, 1996 • ENTRY FEE MUST BE INCLUDED 
Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are ineligible. Judges decisions are final. 
Where judges are in error the sponsor's liability is limited to the amount of entry fees paid. Not responsible for lost, delayed or 
stolen mail. Open to residents of the UK. You can request Winners List and Official Rules by writing Pandemonium, Inc. 
Merchandise names and models are trademarks of their respective companies who, along with this magazine have no 
affiliation with this contest. © 1995 Pandemonium, Inc. 


highest score possible score to Phase 1,43% to Phase li, 36% to Phase ill, and 32% 
to Phase IV. The tie-breaker determines the winner. If players are still tied they will 
split the value of the grand prize they are playing for. 


Mystery 
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Awight boss? Duh... Aw no, / broke it. 

Aw gawd... Er... Hulio. Durr., er... the 
Cosmic Cracker is stiii wandering the 
gaiaxy. Oh, er. I'm his bruwer, the 
Cosmic Cacker, and I'm taking over the 
Small Tips section for one mumfoniee. 

Der Cracker, well, he sez not to send in 
any MK3 or Killer Instinct cheats, coz 
he's got 'em all. Okay? And... er... oh my 
gawdfawers. I've just broke it again!! 

Cor blimey, ya can 'ave it by Friday... 

Awww... Right, keep sending in ya tips and I'l! try not ta eat 'em... 
Thankfully, the Cosmic Cracker's back next mumfU Send your tips to: THE 
COSMIC EMBARRASSMENT, Small Tips, NMS, Priory Court 30-32 
Farringdon Lane, London, EC1R 3AU. 


'^SELECT HIDDEN TEAMS 

NHL *96 


'k ^ 'k 


'^LEVEL CODES 

SUPER BOM BERMAN 3 


★ ★ ★ ★ 


KONAM! 




CODE 


^-336 


Top marks go to Grant Donaghy from Co. 
Londonderry for sending in this fab cheat. 
To alter a character's statistics, press the 
following buttons on the Stats Screen. 


Struggling with Bomberman 3? We'll thanks 
to Wayne Tatum, your problems are over. 
Here is a complete list of all the level codes. 


5358 


_ ]-3 _ 4332 


_Boss_ 2280 


_ 2-2 _5862 


What a cool tip this is from Ian Kikuchi. 
Turn the game on and let the intro run 
until the title screen appears. When the 
credits are scrolling, hold down Select and 
rapidly tap R and L. Now press Start, and 
once on the Setup screen, you should see 
the word K-rog. You can now select the 
four hidden teams. Hurrah! 




Stuck in a Nintendo game? Call the official hints and tips Hotline on (01703) 652222 
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^LEVEL CODES 

ROBOCOP Ws TERMINATOR 


★ ★ ★ ★ 


Cheers to Alan Ball for braving the elements 
to complete this game and send in his 
secret findings. Surely this can't be the Alan 
Ball who's just seen Manchester City 
relegated from the Priemier league can it? 



^LEVEL CODES 

WARLOCK 


★ ★ ★ ★ 


He's at it again! Good old Grant Donaghy 
has also supplied all the codes to Warlock. 
What a star you are! 


LEVEL 

CODE 


1 Downtown Detroit 

JFDN 


Delta Gif'/ Construction Site 

DLTC 


1 OCP Research Facility 

MWSX 


Terminator Outpost/Skynet Perimete 

r TPST 


1 Hunter Killer 

BSHK 


Assault /Aission to Skynet 

HKFL 


1 Skynet Assault 

SKTR 


Sh/net Complex Infiltration 

SKMD 


1 Inner Complex Access Tunnel 

DRFT 


Skynet Inner Complex 

sn III 


1 Final Attack on Skynet Core CPU 

MWFX 

□ 


1 LEVEL 


CODE 


1 2nd Stone 


GRKKL 


Port 2 


SHPJL 


1 Part 3 


CDJHL 


.Srd Stone 


BRSHT 


1 4th Stone 


HBLST 


5th Stone 


THKTH 


1 Part 2 


DCTFF 


1 Part .3 


BSTJK 


1 6th Stone 


LHBHL 


Part 2. 


DFGBH 





^LEVEL CODES 

URBAN STRIKE 


.★ ★ ★ ★ 


^FINITE DETONATORS & STAGE SKIP 

^UPERRE^M OF THE JED! 

'Nuff respect goes to Adam Haddock from 
Coed Eva, Gwent for successfully completing 
his JedI Knight training, and learning this 
valuable cheat. On the title screen press: A, A, 
B, B, X, X, Y, Y, A, B, X, Y, A, B, X, Y. If you're 
successful, you'll hear a voice. Now on any 
side-scrolling level, you can choose any char¬ 
acter for infinite detonators. Also, you can skip 
the levels by pressing B and Start together. If 
the cheat doesn't work, turn the machine off 
and try again - don't simply reset and try it 
again. May the Force be with you, Adam! 


^PASSWORDS 

PIIOTWINGS 


★ ★ ★ ★ 


WeH, it's no wonder his team was relegated 
- he's too busy playing games all day! Once 
again, we have Alan Ball to thank for these 
handy level codes. 


1 LEVEL 

CODE 1 

1 Oil Riqs 

CRSCBR3XLDW I 

/Aexico 

9G6MTFCZRMM 

1 San Francisco 

NWRJ7FCDTFG | 

I'-Iev' York 

L6V9WD3XLDW 

1 Las Vegas 

GPTFBMVZRMX | 

1 Underground 

V/7YPGD3XLDV/ | 



David Myers was kind enough to send this 
cheat in to us. Pause the game, unpause, 
and pause again. Now press Select, Up, 
Down, Left, Right, Y, B, A, X. Now unpause, 
and hopefully you'll see the word 'mutek' 
where the lives used to be. 




With all the talk of Pilotwings 64, it has 
caused lots of you to plug in the original on 
the Super Nes. Thanks has to go to Joseph 
McGonagle for sending in all the passwords 
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Once again we have proved exactly why 
we are the World's leading Nintendo 
magazine. Last month was a great time 
for all you Killer Instinct 2 fans as we 
snapped up a WORLD EXCLUSIVE cheat 
on how to play as Cargos, the rather ^ 
hard boss in KI2. Having whetted your 
appetite, the Cosmic Cracker secured a 
quick chat with the supreme demon in 
his citadel, near Thanos. They toasted a 
few corpses and chewed the fat (of a 
still-living soul), discussing the best 
methods for ripping the entrails from a 
gibbering human and the latest 
knitwear fashions. After a quick dip in 
the Cargos lava pit, the two chums 
strolled down the the gym to get all 
sweaty together, where the winged 
assassin demonstrated his combat 
prowess (Mr Cracker was said to be 
'very impressed' with the demon's Fire 
Steam). Ail his moves were duly noted, 
and are EXCLUSIVELY presented for 
your delight and delectation: 


UNG OF 


DEMON Flboi SMASH j 


FIRE STSatW 

PUNCi 




DEMOU LAUGH li 

+ FIERCE PUNCH 


P THEN-OO, 


im^RGE 

medium 


UNCH 


AIR FII^BAIi^ 

JUMPTH^N fHiglO + WEAI 


FLY f. 

JUMR HOI^UP AND FIERCE PI 


PUNC 


Okay, so now you've gqt the cod^^and the 
moves to play as Gargc^. Your next mission 
is to get out there andyplay, learn the moves 
and send in your bes^ips and maybe some 
nice drawings of my friend Cargos (and 
don't copy the aryfeatured here!). Who 
knows, th ere^ mgy even be a small prize for 
the be^S^ffy. Address them tof 

CAffeoS, WE HAVE YOUR COMBOS, 
NMS, Pribry Court, 

30-32 Farringdon Lane, 

London EC1R 3AU. 

Many thanks to Cargos and to his keeper, 
Simon Farmer, for the awesome artwork. 

And a special no thanks for the abusive 
gent who phoned Chris claiming that he'd 
supplied us with the Cargos cheat. You were 
a month too late, boy! 


Stuck in a Nintendo game? Call the official hints and tips Hotline on (01703) 652222 
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For months there has been much written about the N64, ranging from 
rumours that it doesn't actuaiiy exist, to its not coming out 'tii 7997, to 
it'ii be reieased in Japan on Friday 23rd June, Thankfuiiy, that day 
arrived and passed without any finai hiccups. Yes, the N64 is finaiiy 
here, and to celebrate the console launch of the decade, NMS brings 
you a 40-page pullout, replete with more information than you can 
possibly imagine. Are you ready? Right then, let us begin! 






It all started way back in early 1993, when Nintendo announced that it was joining 
forces with Silicon Graphics to develop an awesomely-powerful 64-bit successor to 
the Super NES. The console's working title was Project Reality, since Silicon Graphics 
was basing the machine's internal circuitry design on that of their Reality Engine Chip 
Set. Then, in Autumn 1 994, the console was named the Ultra 64 - only to be retitled 
the Nintendo Ultra 64 within the space of a few months! The final name change was 
announced at the Shoshinkai Show last November, when we were informed it would 
henceforth be known simply as the Nintendo 64. And now, at last, it's here... 

Forget your 32-bit so-called 'super consoles'; the N64 is what gamers from Japan 
desire, so much so that the games shops have been buzzing ever since the in-store 
demo machines first appeared back on June 14th. Kids have been turning up in their 
thousands, willing to wait hours for the chance of a mere couple of minutes playing 
Mario 64. Pre-sale orders were placed in their thousands as Nintendoids waited 
for the launch day to arrive... 


(ABOVE) Before the big day, Japanese punters got to 
play the new N64 games on in-store demo machines. 


PIE/ISF ii£l£AS£ M£! 

At present, we're still expecting the 
Nintendo 64 to appear in the UK in late 
Autumn, and doubtless some of you are 
considering buying one on import. But hold 
- do you realise how much it could cost 
you? Below is a list of the average prices 
we've been quoted for all the gubbins you'll 
need to make a Japanese N64 work in the 
UK, and it makes sobering reading: 

Nintendo 64 £550 

Super Mario 64 £120 

Pilotwings 64 £140 

A/V Cables £20 

Memory Pak £25 

Step-down Converter £30 

TOTAL: £8951 


SttKOml, 

To the average freaks from 

Sunday, ’ jav they had been waiting 

Japan, this was J® re-established 

so long for, the d^ games 

itself as Number One • 23rd June, 

market. Yes 9°^® *#^ndo 64 v/as finally 
was the day the ^injendo 6 'V® ^ d 

released. Not s'®®® it. Gamers who 

Japan seen power of the 

wanted to experience t P 
Nintendo 64 d®®®®^‘;;„o„,modate the 
stores opening j On the first day 

niasses that g®^ere , 

alone by the end of the hrst 

to'>50,000. 


(ABOVE) This is it - Sunday, June 23rd! 
Just look at the size of those queues! 
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300,000 in the 
very first day! 
Mindboggling- 


Sjft« 


On more thing: if you don't own a multi-standard 
television, you'll also need a signal converter (unless 
you like playing games in black and white) which will 
set you back another £50. So, as you can see, it's 
going to cost you an arm and a leg to sample the 
delights of the N64 a few months early. So unless 
you're bursting out of your skin and simply can't wait 
to get your hands on the N64, it might be a good idea 
to wait for the official release. 


WEDNESDAY, 26th JUNE 1996 

The day was finally here. We all arrived in the office, 
with the exception of Shaun (who was foolish enough to 
take a day off), to find a large package waiting for us. 
This was it. This was the moment we'd been waiting for. 

Within seconds the packaging was 
ripped apart and there it was, in all 
its glory. "I can't believe it," came 
the reply from the masses that 
had gathered. After stopping 
to catch our breath, we 
hastily set up the console and 
with a flick of a switch, we 
were ready for the delights 
of Super Mario 64 and 
Pilotwings 64. 

So, after all the publicity that 
had been building over the 
last year, this was the moment 
of truth. Does the Nintendo 64 
/ live up to all our expectations, or 
will Nintendo become a victim of 
its own hype? At last, all is about to 
be revealed.... 


The N64 sold 
•rbiai hot 


(ABOVE) Look! N64sl N64sl 
Nintendo-flinkin'-64sl 


(ABOVE) Overcome by emotion, Dave fries to wear the N64 like 
some sort of oddly-shaped hat. Don't muck around, mate... 


(ABOVE) Chris comes over all funny as, at long last, 
he grasps SM64 and PW64 in his sweaty paws! 



(FAR LEFT) Look at the state of the 


place! Soz about the mess, NMS-ers 
- near deadline the office always 


begins to look a bit untidy! Anyway, 


here it is - the N64 in action, in 


EMAP Towers! Yikes! Hong on, 
what's a designer doing playing the 
games? Give that joypad to me! 
(LEFT) Dur, 1 broke it! Dave Jr shows 


off the N64's compact interior! 


/"zrrrrsv 


















Rotate 


The Mario games have never been noted for their innovative 
plots, and SM64 doesn't buck the trend. Despite being a true 
'Next Generation' game in almost every other way, the one 
area in which it harks back to the dim and distant past of video 
gaming is its storyline. Yes, as you might have guessed, the 
Princess, Mario's dearly beloved, has gone and got herself 
kidnapped by Bowser - again. So now Mario has to go and 
rescue her - again. Blimey, somebody change the script, please! 


After what seems like an eternity of waiting, ifs hard to 
believe that he we are, actually playing Super Mario 64 
on a real Nintendo 64! But playing it we are - and guess i 
what? We're going to tell you all about it to a level of m 
detail other magazines can only dream of Ladies and 1 
gentlemen, / give you,» the Super Mario 64-Play!! ^ 


It was no surprise when Nintendo announced that one of the first 
games to be launched with its state-of-the-art 64-bit console was 
another instalment in the Mario saga. 

However, when the game was first 
previewed at the Shoshinkai Show in 
Japan last November, what was 
surprising was how different it was 
to previous Mario offerings. Gone 
were the simplistic 2D sprites and 
platforms of the 'old' Mario, to be 
replaced by stunningly rendered 3D 
characters wandering around 
solid-looking, fully-interactive 
landscapes. At the time of the 
N64's unveiling Mr Yamauchi, 

NCL's President, claimed that 
Mario 64 could prove to be 
the best video game in 
history. Well, now we've 
had the chance to sit 
down and give the 
game a thorough 
playtesting, let's see if 
he's been proved 
correct... 










^WTENDO^ 


BY: NINTENDO 
PRICE: 9,800 YEN 
RELEASE: OUT NOW (JAPAN) 
GAME TYPE: 3D PLATFORM 
CART SIZE: 64 MEG 


NO. OF PLAYERS: 1 
HEAD TO HEAD: No 
BATTERY BACKUP: Yes 
CONTINUES: Yes 
OPTIONS: Not one! 


GAME ORIGIN: Mario, the 
World's most famous platform 
hero, is completely re-invented 
courtesy of the Nintendo 64's 
amazing power! 

GAME DIFFICULTY: Average 
SCORE TO BEAT: Have your 
first encounter with Bowser - 
and then beat him! 


CONTROLLER: 3D Stick 
RESPONSIVENESS: Excellent 


Jump/Swim 


Punch/Pick up 


Crouch/Butt-bash 


Zoom in 


/Rotate 


Zoom out 


L: Not used 
R: Toggle Camera 


5 ) Pause/Stats 


DEVELOPED BY: NINTENDO 
DISTRIBUTED BY: NINTENDO 
MADE IN: JAPAN 
ARTWORK: c NINTENDO 


I I^HAT A PLOT YOU 
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«4-PLAYT nUli»»Mn 
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SVPtti MARXO C4 


Hang on! Just what are these 64-PLAY thingies anyway? Ah, 
good question. Basically it's a brand new way for NMS to bring 
you the best and most honest N64 coverage. In many ways 
it's identical to a review, complete with info panels and 
^ comments from the NMS team, but there's one important 
thing missing - a score. So why haven't we rated the 
games? There are several reasons, the main one being that 
we don't know how well the games will convert to the UK's 
PAL TV system - as some Super NES owners will know, there 
can be major differences between how well a game plays 
^ overseas and how well it plays here. 

^ ^ Therefore we've decided not to award 

^ . an NMS score until we get the 

'official' UK versions. Alright? Now 
sit back and enjoy the show... 


3^ 




■m 




FVKNY FACE/ 

Even before you first enter Mario's new 
adventure, you can have a lot of fun just on 
the game's title screen. With the joypad's 3D 
Stick you can move a cursor around the 
screen, and then use it to distort Mario's 
giant bobbing head, stretching the ears, 
pulling the cheeks and tweak- 
^ ing the nose. Lawks! And 
1 by holding down the 'R' 
button you can lock your 
meddlings in place, and 
then tap the 'C' buttons to 
examine your newly-created 
\Aario mutant from absolutely 
iny angle! Look - I've turned 
^ario into Link! 




die 






die 
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THE MX&HTV MAZaA'S Att-Wi 


J'UMP 

It wouldn't be a Mario game without a bit o' hopping in it 
somewhere, would it? While Mazza's standard jump is fine for 
most platform-reaching circumstances, more height can be 
achieved by repeatedly pressing the 'A' button up to three 
times. Lookithat! 


CROUCH 

Hold down the 'Z' trigger on the underside 
of the joypad's middle prong and Mario 
will adopt a crouching position, pulling 
his hat down tight over his ears. You 
can also do this while Mario's running, 
forcing the plucky plumbster to come 
to a screeching halt. 
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SXDC-STCP 

Some sections of SM64 require stealth if 
Mario's to avoid waking a dozing Piranha 
Plant or falling off a narrow ledge - which is 
where this move comes in handy. Simply push 
Mario at an angle into a wall and he'll feel his 
way gingerly - but safely - along it. 




KXCK BACK 


This move comes in dead handy for 
gaining an extra bit of height. All Mario 
has to do is run and jump up against a 
wall, then by hitting jump again when 
he hits the wall's surface he'll spring 
back off. It takes a bit of practice to 
master, but it's worth it! 


CRAfyL 

To reach those more inaccessible 
little nooks and crannies, Mazza 
has no choice but to get down 
on his hands and knees - just a 
well he wears rugged denim 
dungarees, isn't it? To activate 
the move, just hold down 'Z' 
and then push the 3D Stick 
where you want Mario to go. 




LOOK. MA - X'M SKXPPXKG.' 


Actually, skipping is just about the only thing that Mario can't do 
Yes, for Mario's first 3D adventure, Mr Miyamoto and his team 
have blessed the brave little plumber with a vast range of new 
skills and abilities. However, thanks to the wonderful controller, 
they're all surprisingly easy to pull off. 


WALK £ RVK 


Mario's most basic action, this is controlled 
using the 3D Stick, the unique analogue 
directional controller on the joypad's middle 
'prong'. The speed Mario moves at varies 

according to how far you tilt the 3D Stick; push 
it a tad off-centre and Mario creeps, push it 
further and Mario walks, further still and Mario 
starts trotting then breaks into a run. 
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CARmNUL 


WeVe yet to find a situation where this move actually comes in 
handy, but what the heck - it looks pretty damn cool, so don't 
worry about it. To see it in all its glory, AAario 
simply runs, then quickly reverses 
direction and jumps. ^ 

^Alley-oops! - 


(BELOW) Are you 
impressed yef? 


A! 


LAr 




•o-ys ‘ ^ 

/ 





This jim-dandy little move - 
performed by first crouching and 
then jumping - not only comes 
in handy for reaching higher 
ledges, but also impresses the 
heck out of any friends watching 
you play! Go on, show off a 
little - you deserve it! 


PVlfCN 

Performed by tapping the 'B' button, 
one sock to the chin is usually enough 
to see off the smaller baddies. 

However, against the bigger nasties 
Mario can defend himself by tapping 'B' 
thrice, creating a flurry of karate-style 
punches and kicks. 


(RIGHT) Mario can also perform his 
punching/kicking attack while in the 
middle of a jump! 























&RAB i. TNROIV 


Many objects and some baddies - even boss 
characters - can be picked up and thrown 
around like leaves in the breeze (poetic, eh?), 
obliterating both them and whatever they hit. To 
grab something you just press 'B', then press 'B' 
again to throw. Simple. 


MHTEMDO.^ 


MONKEY 

SIVtN& 


Ee, that Mario's a right little 
monkey at the best of times, so 
it's only fitting that he should be 
a dab hand at monkey-swinging 
from overhead gratings. Don't 
hang around too long, though! 


BVTT-BAOH 


Obviously learnt from Yoshi, the 
butt-bash - just hold down the 
'Z' trigger any time during a 
jump - comes in handy for 
squashing meanies and for 
hammering poles and blocks 
into the ground, often causing 
mysterious bonuses to appear! 


LEG SfyEEP 


Another combat move, the !eg sweep - 
achieved by pressing 'Z' and 'B' together - is a 
bit risky because you have to be right up c!ose to 
the baddies before you can use it. Sti!l, there's , 
the odd occasion when it's a rea! life-saver... 4 


CLIMB 


Blimey, this lad never seems to stop! Look at him, cimbing trees, 
scampering over bricks and c!ambering up flagpoles 
like some crazy fool! And for that extra flourish, he 
can even do a handstand when he gets to the 
^^^top. Now that's just showing off! 


(ABOVE) Take care climbing 
that snow-covered tree! 


SUCCESS ONLY COMES FROM 
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TNC CAMERA 
NEVER LXESV 

In SM64, learning how to use the camera 
effectively is just as important as knowing how 
to do pixel-perfect jumps and triple-punches. 
There are two camera modes, Lakitu and 
Mario, which you toggle between by 
pressing 'R'. In Lakitu mode, the 
cloud-riding cutie carries the camera on 
the end of his fishing rod, and using the 
'C' buttons you can zoom in 
and out and rotate the view 
however you like. In Mario mode, on 
the other hand, the camera always tries 

to 'chase' Mario - you can 
the camera about, but it 
always return to its 
first position. 


pan 
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Some of the most relaxing action takes place 
underwater, where the smooth gliding motion 
and cool, ambient soundtrack conspire to create 
an aquatic lullaby. Tapping 'A' makes 
[ Mario pull a stroke, and holding down the 
button will make him kick with his feet. 
Don't stay under too long, though, or 
Mario'll run out of air (as shown on the 
Power Meter) and drown, clutching at his 
little throat! 




SLEEP 


Hey, even a great hero like 
Mario has to catch up on his 
sleep now and again. To set SM 
snoozing just leave the controls 
alone - within seconds his 
eyes will close and his 
head will droop, and 
Mario'll be In 
dreamland! 


0 


(ABOVE LEFT) This is the 
view normally used when 
playing - the surrounding 
ones are best saved for 
special occasions. 
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VP TN THE SKV.» 



At maximum 'zoom in' the 
switches to a special 'Look 
mode. The camera swings 
right behind Mario's head 
and, using the 3D Stick, yoi 
can swivel and tilt the view 
way and that, as if you 
were Mario surveying the 
level. This ability is vital, n 
only for spotting secret leda 
and tunnels, but also for 
planning where to go next. 


camera 


Around 


this 


























CASTLES Xlf THE AXR 


The game begins in the beautifully-kept gardens surrounding the 
Princess' castle. It's all deceptively peaceful, with butterflies flitting 
across the grass and birds tweeting away in the background. 
There's not much going on here at all - essentially its role is as a 
mini training area, allowing you to practice controlling Mario and 
learn how to run, jump and punch, without any risk of hurting 
yourself. Best to press on, and enter the castle... 


SOUNDS ASTOUND' 

One of the first things that strikes you about SM64 is how good the sound is. When Nintendo first 
announced that the N64 wasn't going to be CD-based, a lot of people worried about how good the 
sound would be. Have no fears - it's superb! The quality of the tunes and the clarity and sharpness of 
the samples is amazing. And best of all, the sound reacts Instantly to what you do - if you enter a 
spooky area, the music changes accordingly. You couldn't do that on GDI And, of course, the added 
bonus is there are no nasty loading 
breaks in the gameplay! I 


LANDS 
O' LORE' 

Be^nd each door lies a room 
containing a magical painting. ' 
By leaping through these daubs, ; 
Mario is transported to one of 
15 vast worlds, each of which 


These green but unpleasant 
lands are home to assorted 
nasties including Piranha Plants 
and giant Thwomps, and often 
feature narrow walkways over 
bottomless ravines. Take care, 
Mario -- don't put a foot wrong! 



These worlds are more like 1 
obstacle courses than explorable j 
landscapes, consisting of little I 
islands floating in a sea of lava. 

If Mario dips so much as a toe 
in the red-hot molten rock it'll 
send him screaming sky-high! 


i; 

You'd expect lots of slippy-slidy 
frustration in an ice world, and j 
SM64 fulfills those expectations ^ 
fully. You'll find you spend most 
of your time here scooting [ 

around out of control on your L 
belly. Watch out for the... Doh! ^ 



contains up to six hidden Power 
Stors. Although 

each world ---- 

varies greatly in m Z 

tine specific sorts f 

of features it j ‘ 

contains, they / ^ 

all fall into one / 

of five very / / 

different / * 

'types': 


MARXO'S ADVENTURE BEGXNd 
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NINTENDO 






gekt distrocAd b/ the 
Ittighffy-coioured fish who dart 
oroend A^k> as he swims 
along, or could foil foul of a 
shark or gwnt conger eel, or end 
up being sucked to your doom 
inside an underwof^ whirlpool! 


tiVl 

Mario's worst enemy here is the 
shifting ground beneath his feet 
- one wrong move and he'll be 
up to his neck in quicksand! 
There are also annoying vultures 
flying around who'll try to nick 
-Mario's cap. Ol, come back! 


dCORCd 


THE 


DOOR5 


Inside the castle's main hall, Mario is greeted by a 
number of sealed doors. Each door has a number 
painted on it, meaning that Mario can only 
open it when he's collected at least that 
many Power Stars. These magical 
objects are earned by performing 
special tasks (which I'll explain more 
about later on). More perplexingly, 
some doors have big keyholes set 
into them. What on earth is that all 
about? Oh well, let's ignore them for 
the moment and have a look around. 

Hang on - I think I saw a door with no stars 
on it over there... 
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YOUR MXSSXOK. 
SHOVLP YOU ACCEPT XT 


When you enter a world, you're given a cryptic clue as to how to earn a Power Star. 
Unfortunately, the clue is in Japanese. Hmm... Luckily, it's generally not too hard to 
work out for yourself what you have to do. These Power Star tasks vary greatly; 
sometimes you have to battle a boss-style baddy to win one, other times you have 
to perform an errand, like finding a mother penguin's babies for her. Alternatively 
the tasks can be puzzle-y - you might see a Star on an out-of-reach platform, and 
then have to work out how to get it. Occasionally, however, the tasks are just plain 
silly, like the one where you have to race a Koopa to the top of a mountain! 


O I i 




BATTLE BO»» BAPDXES MO COl 



X fTOVLP PO ANYTNXfTB 


* Ofjie oi the neatest aspects of SM64 is that Mr Miyamoto and his 
of designers have thought of all eventualities. You can try 
rexperimenting with almost anything you see, and usuatty you'H 
foe rewarded in some way or other For example, here I tried 
dilubing a tree - and found a cute barn owl! I grabbed onto him 
^ften he carried me high up into the sky and let me have o 
'';ioofe at where all that world's Power Stars and red coins were 
\ftk^en. Amazing! 


COXNXNO XT' 

Every world is chocka with coins, all ripe for the collecting. Initially 
they're vital because each one picked up replenishes your Power Meter 
by a segment, but there are other rewards too. Depending on how 
many you collect and their colour, you'll be rewarded in various ways... 


1 
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The most common coin. 
Collect 50 of these and 
you get an extra life. 
Collect 100 and you get 
a Power Star! 


BLUE 

Quite rare, these - usually 
they only appear when you 
butt-bash a special switch 
block. They're worth 5 
Yellow Coins. 


JtL 


MO 

Eight of these are hidden in 
the deepest, darkest corners 
of each world; if you go and 
collect them all you get a 
Power Star. 
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POfyfiR CIUVZCD/ 

Mario is blessed (it says here) "with the strength of 
eight plumbers" - which, in English, means that 
Mazza's got an energy bar. It takes the form of a 
dial-like Power Meter split into eight segments, 
and every time Mario takes a knock or falls a bit 
too far his Power Meter loses a few segments. The 
Power Meter also drains down when Mario dives 

underwater. Luckily 




the Power Meter can 
be replenished by 
collecting coins or 
Heart power-ups. 


UCT COINS TO EARN STARS" 



YOV SAY YOV 
fyANNA EVOLUTION? 


What? 15 worlds! Is that all? I'll finish the game in a day... Oh no, 
you won't! As mentioned earlier there are six Stars to find in each 
. land, and each time you locate one the geography of the world and 
i the nature of its inhabitants changes slightly. Basically this means 

that every time you revisit a world there's always new people to 

_ meet, new places to see - and brand new 

challenges to face! 



































90K MA&XCAL CAP5 FOR A 


XT'S A CRATE LAU&H/ 


If Mario comes across a small crate, it's best to grab it and 
smash it as soon as possible - they all contain valuable coins. 
And if you can use the crate to take out a baddy at the same 
time, then all well and good. However, sometimes Mario 
encounters weird bouncing crates - if he holds on tight to one 
of these it'll take him on a crazy ride, bounding high into the 
air. Use them correctly and they'll take you to places you didn't 
even know existed... 


A H'- 
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A ANED-LOAD OF SECRETS' 


Like every other Mazza epic, SM64 is packed to the rafters with 
little secrets and bonus levels to find. Hop through a stained- 
glass window, for example, and you'll suddenly find yourself 
swooping down a giant slide! Grab as many coins as you can - 
but don't fall off the edges! Also, don't forget to test out any 
suspicious looking walls - they could lead to hidden worlds! 
According to Mr Miyamoto, there's a total of 10 secret worlds to 
find! You know, you could be playing this game forever... 

. :^L 1 


HAT'S MA&XC' 

When you first explore the worlds leading 
off from the castle, you'll come across many 
translucent coloured blocks floating in space. 
To activate them you first need to find the 
special switch pods located in three of 
the secret worlds; jumping on the 
switch will 'colour in' the block. And 
what's your reward for all this effort? 

Hats, my friend, hats... 




PXXELLY 

The blue blocks produce a hat 
which turns Mario pixelly. While 
in this state Mazza can run through 
certain obstacles, like iron gratings, although 
he's still vulnerable to attack. 




lWINTENPO.^^J 

































° metal cap 
our hero into a ^ 

suspect in this form 

^dies with eosel 




RXDDU MC TNXd/ 

SM64 features puzzle-style elements, but don't let that scare you 
they're generally fairly easy conundrums to solve. Take this little 
scenario for instance, in which you have four chests positioned 
around a swirling vortex. Obviously they're important for some 
I reason - but what? It soon transpires that you've got to open the 

j chests in the right order to get a Star - without getting sucked to 

your death, obviously! Fortunately you get a fairly obvious clue 
when you try to open the wrong chest - a 40,000,000 Volt 
electric shock! Smokin'! 
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UOME SPECIAL REiyARPd// 

























For some reason, these little pink Bob-ombs are only too keen 
to help Mario. You'll normally find them wandering around each 
world, and if you ask them nicely they'll agree to let you use 
their giant cannons. All Mario has to do is hop into the barrel, 
then using the 3D Stick you can aim him wherever you fancy. 
Now tap on the 'A' button to blast Mazza through the air and on 
to destinations unknown... 


WXU YOU REVEAL THE DARK SE 


LOOKd FAMXLXAR' 

Although SM64 is totally different to 
previous Mario games - it's now more of an 
arcade adventure than a straight platformer 


icaoPA TAOOPCR 

These green-shelled goons are strangely 
rather rare, though when you do find one 
you can have lot of fun - by nicking their 


BOB'OMBd 

These little fellers have a very short fuse, 
and they don't like Mario - when they see 
him, they charge! And the worst thing is. 



TIME TO MOVE/ 

Switch blocks come in two juicy flavours, 
blue and purple. A butt-bash on a blue 
block will make blue coins magically 
appear for a short time - if you get a 
move on you can collect them all. More 
interesting are the purple 
blocks; stepping on one of 
these will make giant blocks 
appear, which you can then 
use to clamber across to 
secret places. Don't dawdle, 
though, or the blocks will 
crumble beneath your feet 
and hurl you to your doom! 
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when they go, they go with a bang! 


- you'll bump into many familiar faces, 
some friendly and some, er, not. Here's a 
few of 'em... 


shells, you can go skateboarding! 
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YOV GOTTA FRXCIfP' 


Some of the creatures Mario meets respond better to a kind 
word than a punch, and a simple tap on the 'B' button will get 
you talking. Unfortunately, the characters only speak Japanese - 
which rd imagine is totally incomprehensible to 99.99% of you. 
Luckily, you can normally work out what each character wants it 
you use your imagination. Typically they'll challenge you either 
to a fight or a race of some kind, but others will ask you to bring 
them special items in return tor a Star. 


NINTENDO.^ 


RCT OF TNC MXRROR ROOMFF 



MXRROR, MXRROR. ON THE WALL 


dHY 

Watch out for these chaps - they float 
around quite peacefuly then dive at you, 
spitting bullets. A well-timed punch attack 
will soon send them reeling. 


These spikey cactus dudes shuffle slowly 
across the desert, posing little threat to the 
fleet-footed plumber. If you knock them 
down, you'll get a blue coin. 


Ah, bless - it's Mario's fungal friend! Toad 
pops up during the game to offer advice on 
the challenges that lie ahead. Unfortunately, 
it's all in Japanese. Doh! 


Just when you think that SM64 can't impress you any more, you enter a room and 
have your jaw dragging on the floor once again after seeing some amazing new 
visual trickery. We couldn't believe it when we entered this room - one wall is 
dominated by a huge mirror that perfectly reflects the room's contents, including 
Mario and cameraman Lakitu. Stunning! Mind you, quite what its importance is 
we've yet to fathom but, er, it looks great so we just had to show it to you! 
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With so much going on, it's easy to lose track of how you're 
doing. However, simply by pausing the game you can get a brief 
progress report, detailing how many Stars you've found and how 
many red coins you've collected in the current world. Also, when 
the game's paused the camera pulls right out, giving you an 
aerial view of the current world, which can be very handy for 
planning your route to the next Power Star. 


PAVSC FOR A SCCONP' 









GO OAlfP OVRFXIfG OK A 
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Astounding! For once, 
words literally fail me 
- there just aren't 
sufficient superlatives 
in the noble English 
language to describe 


DAME language to describe 
how good this game is. Sure, 

SM64 looks fantastic - the speed, 
smoothness and complexity of the 
3D is amazing - but at the end of 
the day what really impresses is 
how well-designed the game is. 

Mr Miyamoto and his team have 
obviously thought long and hard 
about how to make a platform 
game work in a 3D environment, 
and the result is a completely 
absorbing and involving action 
adventure that'll have you glued to 
the TV screen for months. The best 
video game ever? Oh, you bet! 
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What can you say 
about SM64 that 
the others haven't 
already mentioned? 
Absolutely nothing! 
You can see that the 


EHAUM 

game looks fantastic, but only 
by getting your hands on the 
controller can you appreciate its 
stunning gameplay. At times you 
forget there's a point to the 
game; you find yourself walking 
around aimlessly, completely 
gobsmacked by the unbelievable 
3D world floating before your 
eyes. Unfortunately, we in the 
UK have a while longer to wait 
for the game's official launch, 
but don't be fooled by other 
companies slick advertising 
persuading you to convert to an 
inferior 32-bit system: SM64 is 
by easily the best video game 
ever. For once, believe the hype! 





















































One aspect of SM64 you'll either love or hate is that now Mario speaks. 

When the game is first turned on you hear "It's-a me, Mario!" in a cheesy 
Italian-style voice. Lose a life and Mario moans "Mamma-mial" In addition, 
he gives out various yelps and whoops whenever he performs a nifty move. 
Personally, I thought it was quite amusing, but there were others in the office 
who found it a little disconcerting - a bit like the first time you heard Tom & 
Jerry talking. 


Never, ever, ever 
have I seen a game 
; as perfect as this. 
SM64 is simply so 

L——- breathtaking that 

omm Jr mere words can't 
even begin to do it justice. The 
screenshots go some way to 
revealing the awesome gaming 
experience that is SM64, but 
again, you really need to see the 
game in motion before you can 
really appreciate the lack of 
glitching, superb music, huge 
levels, unbelievable detail and no 
loading whatsoever. This is truly 
light years beyond any other 
game on any other system, and is 
the greatest video game of all 
time. Oh yes! 


kOOPA TROOPER'S SHELL." 


SLXM PXCICINGS' 


There are only three pick-ups for Mario to 
keep an eye out for, but what they lack in 
quantity they make up for in quality. Here's 
a brief guide to them: 

HEART 

Hearts top up Mario's Power Meter and 
brings it back to maximum. 

The good thing is the hearts 
don't disappear no matter W ^ ^ 

how many times they're & 

collected, so you can keep ^ 

returning to them as many 
times as you like! 


dHELL 

These can either be found just lying around 
or stolen from a Koopa 
Trooper by jumping on them. 

Once acquired Mario can use ^ 

them like a skateboard, and 
go scooting about the place, 
bashing any baddies he 
meets out of the way. 


These elusive fast-moving fungi are usually 

invisible, and only reveal 

themselves when Mario |Hp|F^||^B 

approaches - whereupon 

they'll try and run away as ■ % 

fast their tiny fungal legs will W ^ 

carry them. Grab 'em quick 

before they escape! 
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RABBIT, RABBIT, RABBIT 


[MIWTEWPO.M 


There's a lot of very weird stuff going on in SM64. For example, 
in the basement of the castle Mario finds a tiny rabbit which 
hops around the place like a mad thing - and try as he might h( 
can't ever catch him. What's his importance? We don't know. 
Then, in one of the garden worlds, there's this little monkey. If 
you try to pick the cheeky chimp up he nicks Mario's cap and 
puts it on his own head! What's that all about? Again, we don't 
know. It's all very odd... 
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PLAY 


VIRES/' YOVYE ifE^ER BATTLED BOl 



Inevitably Mario has to do battle with Bowser at several points 
throughout the game. Reaching Bowser is tough - his lairs are 
full of cunning traps and deadly falls - but I'm afraid you have 
to face him 'cos he holds special keys that are essential to your 
progress. Once you reach him, the trick is to grab him by the 
tail, spin him around and then throw him into the spikey bombs 
rimming the battle arena. This is easier said than done, though 
- Bowser not only breathes fire, his very footsteps cause massive 
Mario-toDolina earthauakes! 
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THE FIHAL CONFLICT' 


COMMENT 


Unbelievable. Just 
one minute playing 
SM64 will convince 
you that gaming will 
never be the same 
MHDY again. The incredible 
graphics are worthy of their own 
Comment box and definitely have 
to be seen moving to be 
believed. But it's the gameplay 
that really astounds - smooth, 
challenging and with rulebook- 
destroying originality - you really 
must play the game to under¬ 
stand why we're all having such 
difficulty conveying its sheer 
brilliance to you. Those of you 
still loyal to Nintendo, it really is 
worth the waiting. Those of you 
who have bought a Playstation or 
Saturn out of impatience - fools! 





































SM64 boasts four Save Game slots which are 
memory backed-up on the cart - you 
don't need to have a spare Memory Pak, 
thank goodness. From the menu at the 
beginning of the game you can copy 
games from one slot to another, and 
delete them too. You can also select 
each Saved Game and examine how 
many worlds you've found and how 
many Power Stars you've collected. 
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Superb! Needless to 
say the graphics are 
amazing, but what 
about gameplay I 
hear you ask? SM64 
CHRMS doesn't dissapoint 


M 


W'a'l 

COMMENT 

Ajg 

L'l 

Having designed so 
many previews and 
new pieces about 
the N64 and being a 
huge fan of all the 
Mario games, 1 had 
for SM64 - and I'm 

RETE 

high hopes 


pleased to say that they've all 
been fulfilled! I know it's a bit of 
cliche, but watching SM64 in 
action really is like watching a 
cartoon, only better 'cos you get 
to control what he does! Every¬ 
thing moves with such slick 
fluidity, and the quality of 3D is 
incredible. I do have one 
complaint, though - Dave and 
the writers keep kicking me off 
the machine, claiming they have 
to fully 'playtest' the games! I 
wanna another go! 
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either, both are stunningly good. 

All in all SM64 more than make 
up for the long hours we've spent 
here in the office, twiddling our 
thumbs waiting for the N64 to 
arrive, i was a little daunted by the 
weird-looking 3D Stick, but it 
turned out be a lot easier to use 
than I anticipated and reacte 
perfectly to Mario's movements on 
the screen in front of me. I may 
only be a humble designer but, er, 
by gum this is one "tip-top" game 
that 1 can highly recommend. 

Once again for luck - superb! 
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A Super-smooth, lightning fast, no 
glitching or pixellation, an almost 
infinite horizon.^ these are the most 
impressive graphics you've ever seen 
in a home video game - apart from 
Pilotwings 64! 


SOUND 


A Familiar tunes and jingle capture 
the spirit of Mario games past, and 
are complemented by amazing sound 
effects and crystal-clear samples. 


T You might not like Mario's voice.^ 


PLAYABILITY 


A Completely original and totally 
compelling, SM64 has to be played to 
be believed - it really is a massive 
evolution in gaming! 


▼ It takes five minutes or so to get 
used to the subtleties of the controller. 


LASTABILITY 


A We've played SM64 for something 
like 30 hours and are still only 
halfway through the game - if that! 
And you'll keep coming back to sight¬ 
see even when you've finished it! 


OVERALL 


Oh, what 0 rush! Super Mario 64 
is quite simply revolutionary, from 
its astounding graphics to its 
unique gameplay. Forget the rest, 
this IS the best - the success of 
the N64 is assured! 























Those still picking their jaws up from the floor after 
a play on Super Mario 64 should look to the second 
of the three Nintendo 64 launch games for more 
unbelievable 3D action. You will never, ever have seen 
graphics like these on any home system! The second 
most visually-impressive game ever has arrived! Let 
even more merriment begin! 

Six of the world's finest flyers have gathered for the competition to 
end them all. Can you take one of them and hone them into an 
awesome airborne master? Yes, of course you can - but you're 
gonna need some serious flying time and practising! Three initial 
forms of transport are available to the novice recruit, and all of 
them handle in remarkably different ways. What you can be 
V sure of is the top amount of fun you'll have completing the 
various missions and bonus games before graduating to 
more different tests of your airborne expertise! The 
time has come to clamber into your sky-craft and 
launch into one of over 28 different missions! 

Ny Choose your Hang Glider, Rocket Belt or 
^ V Gyrocopter and head for the heavens! 

Pilotwings 64 is finally here! 
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BY: NINTENDO 
PRICE: 9,800 YEN 
RELEASE: OUT NOW (JAPAN) 
GAME TYPE: FLIGHT SIM 
CART SIZE: 64 MEG 


NO. OF PLAYERS: 1 
HEAD TO HEAD: No 
BATTERY BACKUP: Yes 
CONTINUES: Infinite 
OPTIONS: Choose event 


GAME ORIGIN: Nintendo set 
about creating the ultimate 
flight sim. And they have! 

GAME DIFFICULTY: Starts 
off easy, and gradually builds to 
some truly brain-melting levels. 

SCORE TO BEAT: Gold 
medals on the first six events 
in one evening! 


CONTROLLER: 3D Stick 
RESPONSIVENESS: Great! 


Accelerate 


Fire/Take photos 


Pilotwings 64 is essentially a 64-bit version of the Super NES classic, but with more 
events, a greater difficulty curve and jaw-dropping graphics the likes of which have 
never been seen outside a top US military simulator!! The actual game has to be the 
best fun ever, with your pilots earning their stripes after scoring particularly well in a 
certain event. Score more than 70% and you'll receive a Bronze medal, 80% gives 
you Silver and, for true flying aces. Gold comes to those who can achieve over 90%. 
Get three medals on one course and a bonus game is yours! 


Look up 


Look 

left 


Look 

right 


Look down 


L Not used 
R: Toggle Camera 
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DEVELOPED BY: PARADIGM 
DISTRIBUTED BY: NINTENDO 
MADE IN: JAPAN 
ARTWORK: c NINTENDO 
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WHeE£E! I'M 
LARK THE BOY 
RACER! CHOOSE 
. MEEE! . 


r TEE'-HEE! ^ 
LOOK AT MEEI I'M 
KIWI AND I'M 
S. TITCHEEI y 


YO MAN, 

GO FOR THE 
GOOSE! I AIN'T 
GONNA LET YA 
^ DOWN! 


THE SPIRIT OF 
THE PHAROAHS 
IS WITH ME! I'M 
V IBIS! > 


The two middle-weights have no Hang Gliding 
prowess but aren't that bad either, being quite 
average at most of the other events. Try them 
on the Rocket Belt and you'll be surprised, but 
the main event they excel in is the Sky Diving. 
They'll dive out of an aeroplane at 2000 feet 
without so much as a whimper! Use them for 
this event and you'll be tumbling with the best 
of them, and tty them out when jetting off by 
rocket. You won't be disappointed! 
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3B kin;h 


HAHO &LXPIIfG 


Both Lark and Kiwi are young flyers with much 
to offer the novice. They're the best at Hang 
Gliding as they're so light, and can scoot about 
using the Rocket Belt like nobody's business! If 
you use them for the Belt, remember their 
weight causes control loss in high winds, so 
watch it! They're both average Gyrocopter pilots, 
but suffer badly and protest wildly when shot out 
of a cannon. Average skydivers, their Jumble 
Hopper skills are also commendable. 




ROCKET BELT. 
SKY DXVXHG 
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FLYXNG TOKXGMT' 


Before we commence our flight through the weird and wonderful 
(not to mention unbelievably playable and detailed) levels, we must 
introduce the six different contestants. Be sure to remember that 
these flying aces perform differently from one another depending 
on the machine they're flying in, so choose carefully! Shall we 
descend to the air strip and have a bit of a chat with them? Okay! 








































/ HOOTBRl IS \ 
THAT AN N64 IN 
YOUR POCKET, OR 
ARE YOU JUST 
< PLEASED TO j 
\ SEE fAET y 


ROOARRI 
HAWK'S THE 
NAME, AND 
FLYINO'S THE 
GAMEI 


The huge Hawk and the, er, ample (and 
unfortunately-named) Hooter are the largest, 
most bulky competitors, and as such they tend 
to plummet rather than soar when placed in a 
Hang Glider. They're happiest at the controls of 
a Gyrocopter, but are best saved for the death- 
defying Cannonball shoot. Under absolutely no 
circumstances should you allow them into a 
parachute, as they're absolutely terrible at 
Skydiving, resulting in a very messy landing! 
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^ Don't 
choose her! She 
smells! Choose me for 
Hong Gliding!! 

^ Purleeze! ^ 
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ClfCOMXKO' 


Landing one of these babies 
ain't for the faint-hearted, as 
it requires lightning reflexes, 
a cool head and a waiting 
attendant to wipe the sweat 
from your joypad! The very 
nature of the Hang Glider 
(mainly the fact that it has no 
engine) makes it a beast to 
land, so approach your 
landing target from a low 
angle, wrestle your feet free 
from the sock... and run like 
crazy! With any luck you'll be 
safely back on terra firma 
and ready for yet more sky- 
bound anticsl 
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FOR TRUE 

PROFCOOXOKALS OlfLY/ 


The Hang Glider is the event for flying aces only - it's easily 
the most difficult vehicle to control. You're going to need weeks 
of practice to master flying what is essentially a small sheet of 
tarpaulin wrapped onto a couple of metal poles! Only a 
complete nutter would attempt to hurl themselves off a slope 
attached to one of these things, but you must resist your fear 
and climb aboard, 'cos providing you're used to heights, you cg 
soar and dive to your heart's content - and even find time to 
compete in a couple of events! 


mw FROM dOCK CCrrTRAL 


Once the sock has been clambered inside, your fun can now 
begin! Once you're airborne and gazing in disbelief at the 
smooth scaling scenery, your next problem lies with which view 
to choose. There's the chase plane view (which is the one we'd 
recommend), or the helmet camera which provides an up-close 
and personal view of your flyer, but can obscure the scenery at 
inopportune moments (like when you're flying into a hill). Also 
note the 'C' buttons that can tilt your view in any direction you 
fancy. Marvellous stuff! 




(BELOV-'] Look! Just look! 
Awesome panoramic action 
from the exterior view... 




















































SAY CNCCSE' 


(BELOV^' ...and from the 
interior, the action is just 
as intense! Phwooarl 


One final difference between Hang Gliding 
and other missions is that you've got to take a 
load of piccies before the instructors will let 
you continue. Once you've rummaged around 
in your sock for your camera, you can swoop 
towards any interesting bits of scenery you 
fancy and take up to six quality shots! After 
your mission, you can view your half-dozen 
piccies and even save them to internal or 
external memory. 




TNGRMALS, YOUA KEY TO 
HAWG GETPrWG BEYSS/ 

With no motor to propel you, you're going to have to rely on 
giant swirling pockets of warm air called 'thermals' if you want 
to stay skybound for longer. These giant cloud-like formations 
are dotted around every island (Indeed, some missions require 
you to climb altitude via thermals); once you enter one, point 
your glider downwards slightly and pray for a quick acension 
into the heavens! 'Tis time for Mother Nature to take over! 
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HuitnasiY Goose! 
Choose me for some 
Rocket Belt fun and 
^ frolics! 


ain't 

man^ 


Aside from the numerous camera tweaks 


can make, serious rocket-meisters will want to ' y 

know about their Belt in action. Just how well 

does it really move? Well, the answer is obvious: 

when controlled by a master, you can do almost 

anything! The boosters can be moved from a 

vertical to a horizontal postion (meaning you can fly jm 

straight up into the air or cruise along at the same 

height, or anywhere in between!) and you can turn your 

character a full 360° in the air so that they face in absolutely 

any direction! Simply stunning! 


^aic yrx 

- 560 ■ 


If you thought that awesome camera angles were only to be 
found in a 64-bit plumber's adventure, then think again! Using 
the 'C' buttons you can view your trusty jet-packed nutter from 
nine different angles behind the action — perfect for the precision 
flying you're going to have to attempt! And if you don't like a 
particular camera angle, you can go back to the two default 
settings, either directly above or behind the rocketeer. 






▼ 

(RIGHT) Flying has never been • 

more precise than this! ^ 
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BOma KXTN A HOVCR' 


The belt is by far the most manoeuvrable of all the flying devices 
found in PW64, and two different jets are used to make your 
flying as enjoyable as possible. For racing from one area to the 
next use the yellow plasma booster to propel your flying ace 
forward, but for tricky obstacles and hovering action employ the 
small yellow or blue flame (which eats into your fuel reserves, by 
the way). A combination of the two ensures the most accurate 
flying ever seen in a video game! 
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POTHOLX»r& 
WXTNOVT THE ROPE' 


The very best Rocket Belt action comes from 
when you're asked to descend into an actual 
cave system with a backpack full of petrol! 
Requiring a true expert at the controls, you 
have to fly through the tightest of caverns, 
avoiding fast-moving underground streams, 
jutting rocky outcrops, flaming lanterns and 
awesome waterfalls. You will never, ever have 
seen graphics as impressive as this! 




ORYBOVIfp ROCKE 
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The Rocket Belt levels are some of the most 
tricky in the entire game - but also the most 
fun! Some levels will have you landing on tiny 
targets suspended hundreds of feet into the air, 
whilst others employ the usual 'fly through the 
hoop' plan but with added difficulty (such as a 
violent snowstorm or hoops that move around). 
Our personal favourite, however, has to be 
bashing a giant ball around the island, in an 
attempt to push it into a swirling vortex! Wow! 






























I'll 

let you boys play 
with my moustache^ so 
go on.., make Hawk 
^ your man! ^ 


Mmmm! 

I'll reward you in 
my own special way if 
you choose me! Kissy 
kissy! ^ 
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FA&TCR THAN A 
SPECPZNG BVLUT' 


The third and the fastest of the main vehicles tha+ you control is 
a small James Bond-tastic Gyrocopter! This has the added bonus 
of many Q-designed features (more of v/hich later), but the 
main difference (apart from the fact that it's totally different to 
fly) is that you actually have to land the blessed thing in many of 
the missions - and this isn't as easy as it looks, I can tell you! ^ * 




VXCfT TO A KXLL.' 


As vs^ith the Hang Glider, there are two distinct views (aside 
from the tweaks you can manage with those oh-so-versatile 'C' 
buttons) to play with. The first is the usual chase-plane affair 
with the 'copter flying in front of you in full view, but the second 
is the nose-cone viewpoint, allowing you to see the whole of the 
landscape without the 'copter blocking your line-of-sight. This is 
also recommended for all the missions that involve shooting off 
deadly missiles. 






OCQQP^^ 


FZRE AH tTEAPOWS/ 


Yes, you read that headline correctly, 'cos the Gyrocopter is fitted 
with a missile rack holding an infinite supply of air-to-ground 
rockets for that extra safety in the sky! These rockets are used in 
a variety of missions, and are activated by first holding down the 
'Z' trigger (a target sight then appears) until you reach the 
actual target itself. Now release the trigger and it's bombs away! 
Try loosing off the missiles when flying over an expanse of water 
for some really cool explosions!! 


























The Gyrocopter missions in Pilotwings 64 require a keen eye and 

a skill for straight flying lines, as you'll quickly discover. Apart 

from the hoop flying, you'll also have to shoot 

at small blue targets (and even 

round ball targets later on!) 

whilst frantically weaving 

through Monument Valley! Talk 

really the 

fun ever - and it doesn't end 

there either you've got to ^ 

land the flinkin' copter! Time for 
steady joystick! 
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gyrocopter 


V^IIMICXW' ROBOT.' 


Just when you thought it couldn't get § 

any more exciting, along comes another 
iouple of awesome missions to get your 
adrenaline pumping! So what's different? 

Well, on two occasions you encounter a ™3S!!M|fcsaaB*iliBB 
real-life robot who's causing havoc! 

hese giant metal monsters look like an android version of 
Hawk (and his comedy moustache is just as big!) and must be 
iestroyed; they require five hits before they fall over! And it 
CjOts better - the giant stomping machines also pick up rocks (or 
:ebergs) and bung them at you, and you can shoot them as 
\ ell! Evasive action has never been more frantic! . 
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X9LANP I: 

MONAPTCRY X9LE/ 


Ura a A BEACH/ 


ALE THE FPW OF THE FAXR/ 


As the island is quite sniall, it only ^ ^ 
takes a few minutes to zoom along 
tfie coast, gawping incredulously at W 

the wealth of detail to be found in J 

this game. Pass over tlie coastal resort, 
complete with golf course, moored boats 
and bridges to fly under, and you reach 
the airport. Continue round and you'll find a 
small rustic village, a lighthouse and a deserted 
beach. Finally, fly through the rock archway for 
a pleasant surprise! 


The interior of the island is unbelievably detailed as well! Search 
for the fairground, complete with moving ferris wheel and 
merry-go-round, and continue past the lake with two fountains 
(which can be flown through), up past the glistening waterfalls to 
a sprawling monastery where some of your hang-gliding mates 
will be catching the breeze. Then inspect the river a little more 
closely and you'll uncover a hidden cave. What lies beyond...? 

We aren't telling! 
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sxxh^asia^ 


PWtRWtATH THE ARCHCSf 


The second island Is a lush green affair with palm trees, camp fires, 
huge mountains, and a large secluded bay with a smaller Island 
nestling in the middle. You'll learn some important hang gliding 
skills here, and even have time to explore a hidden cave system! 
Remember that this island is much bigger than the first - you'll 
spend days and days just looking around for more landmarks! 


iP ANP AMAZING XSLANPS' 


There's really no space to detail all of the coastal landmarks, 
but on your travels round the island look out for the small 
mediterranean village (fly near the church and you'll hear 
chiming bells!), then continue round to the deserted airport 
^ complete vs^ith masses of palm trees. Fly further and 
^ you'll gasp at the bay area with a resort, masses of 
beach and motor boats riding the waves! Continue 
“ round for more beach^combing, then investigate the 
. natural waterfalls and farmland before coming to rest at 
the campsite complete with wooden huts! 




Travel inland, and you'll encounter many a hang-gliding 
professional catching the thermals. Fly up to one and you'll 
see he's just as detailed as you are! Phenomenal! Travel into the 
mountains and you'll have to negotiate under a natural bridge 
that links two hills together. Complete this and an unseen 
audience will clap and whoop with delight!! Continue on and 
you'll find a van parked next to a windsock and a couple of 
unused hang gliders. Fly close and you'll see one of them has 
the N64 symbol on it!! Good lord! 
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LXTTU AMCRXCA 


Although named 'little' America, there's nothing small about this 
island - in fact, it's the biggest in the whole game, over six miles 
across! As the name suggests, this is a small version of the Land 
Of The Free, and let me tell you, NOTHING will prepare you for 
the graphical feast on show here! 
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MAKE A PEAK' 
y XSXT WWCK SAAO' 

You want coast? Well, we've got bleedin' miles of it here! From 
the Hollywood hills to Manhattan Island, the entire USA has 
been faithfully transplanted onto this island! You'll soon weave 
past Washington DC (and the White House), gawp at the Statue 
Of Liberty and go absolutely ape bonkers over the Seattle Tower. 
There's so many landmarks you'll have trouble speaking when 
playing on this island! 




MARXO XN PCPACXrrG 
PEAP PREsxpEprry SHecA/ 

Move inland and you'll be buzzing around the prairies, trying to 

dodge huge farmhouses before descending down Monument 
Valley and the Grand Canyon! Further on and you'll encounter 
the giant stone heads carved into the side of Mount Rushmore 
(near to the two observation telescopes). But hold on one minute 
there! What's happened to Abe Linco!n's head? That cheeky 
plumber's been at it again! 
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ISLAND 4 : 
ARCTIC VTORLD 






Brrr, time to button up your flying pantaloons to the very top, 
'coz the last island is by far the coldest. The sea is a lovely 
dark blue, and there's even a school of whales to find and 
photograph! Just look at the size of those peaks! Watch out for 
the changeable weather, as later missions have your pilot 
battling through blizzards to complete an objective! The final 
touch of class to another awesome gaming experience courtesy 
of the Nintendo 64! 


On your coastal wanderings, look out for the 
oil refineries, especially the tall towers with 
flames coming out of top of them - fly through 
these and your character lets out a scream of 
anguish and starts to fizzle; a blaze of smoke 
trailing behind them! Also look out for the oil 
geezers - as you fly nearby, a pipe bursts and 
sends fountains of black gold straight up into 
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CAN YOV FLY, 
BOBBY (AGAXN)?F 




Truly the most awesome way to explore all of the worlds on 
offer is to strap a pair of feathered wings on to your arms, flap 
like a man possessed... and loll You slowly lift off the 
ground, and with continuous frenzied flapping the 
{ stratosphere's the limit! Once you're airborne, the 
■ ■■ mbient music warbles in and you can sit back, relax 

V ^ and control a swooping, soaring birdman for as 

Bliss! 


So how do you get to fly around your favourite island with 
nothing like fuel or hoops to worry about? Well, get Gold on 
the first three events and you'll enter the Birdman bonus game 
which has your character zooming about taking photos. 
Providing they're good enough, you can move onto the next 
arena. However, there's another way to enter Birdman mode, 
and this is by flying into one of the hidden stars, after which 
you'll be magically placed high above your current land. Can 
you find all the stars? 
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—My mate used to 

have an Amiga and 
he was really into 
sims, but I 

^ ^ could never see the 

PBTE appeal myself - all 
that toggling your throttle and 
fiddling with your flaps seemed 
plain dull to me. However, after 
playing PW64 Tve had to revise 
my opinion. I suppose the reason 
I like this and not other sims is 
that it puts the accent on solid 
fun rather than pure realism, and 
'cos the craft you fly are more 'in 
your face' you feel greater 
involvement in the action. And, of 
course, it looks amazing! 


Pilotwings 64 didn't 
grab me as much as 
\)j] SM64 did. Don't get 
me wrong - I can 
see that it's a class 
CHRIS act offering excellent 
longterm challenge, and there's 
no denying that the 3D scenery is 
blinding - but I prefer my gaming 
thrills a bit more instantaneous; I 
just haven't got the patience to 
learn how to control the three 
craft on offer. That said, I had a 
right laugh with the Cannonball 
Shoot - sending my trusty pilots 
shooting high into the sky and on 
to their inevitable doom had me 
chuckling for hours. I'm evil, me. 


RMDY better your scores 
then just for the pleasure of flying 
around the amazing 3D land¬ 
scapes. That said, I can see that 
the flight-sim nature of the game 
might not be to everyone's taste 
- it has certainly not made as 
many converts as Mario. Still, it's 
true to the spirit of the original 
Pilotwings, makes good use of 
the analogue joystick and shows 
the machine off to hell. That's 
good enough for me. 


The parachute fakes a 
deft bit of yanking to get if to go 
where you want if to! 
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7V»T fVHUVrS TNC BLOOMIN' 

TAaocT. mw? 


Out of all the sub-games, the fantastic Cannonball Shoot has to 
be the most fun; shooting your character from a huge movable 
cannon into the sky with the vain hope that he'll land some¬ 
where near to a small red and white target! You're going to 
need to adjust your aim for height, width and wind 
direction before pressing that button (hopefully 
when the cannon is at full power). Watch in ^ 

delight as your chap wails before being 
propelled at top speeds! %. 


Some of the later Cannonball events have the targets below the 
actual aiming of the cannon (hard or what?!), and others require 
you to fire through torrential snow storms! Always remember to 
use the interior viewpoint (otherwise the cannon gets in the 
way!), and for those feeling malicious... why not purposely over 
aim and fire your bloke miles into the air, and watch as they 
plummet to their doom! Heh-heh! And you can even change 
your camera view to fly-by mode, then watch your mate sail past 
time and time again! Totally awesome! 


(HMS) 38 



























STRATEGY 


ACTION 


CHALLENGE 


HOUR 


WEEK 


MONTH 


YEAR 


RUMBLE XH THE 7VMBLE' 


So where's all the piccies of the Rumble Boots then? Well, to be 
honest, Dave Jr couldn't quite manage Silver medals in all of the 
events, so the secrets of the Jumble Boots will have to wait until he's 
had a lie-down (and stopped playing as the 
Birdman and shrieking ^ 
as he finds more secret 
bits of scenery!) and 
recovered from this 
mammoth playtest. There 
will be more news on this 
most secret of events next 
issue! Think you can 
stand the pace? 


COMMENT 


I After Super Mario 

I 64, this is the other 

game that the new 
Nintendo machine 
* ^^will be judged on. 

DMVE Jr Just as well that it's 
almost as phenomenal then, isn't 
it? The main 'Wow' factor has to 
be the graphics; you won't have 
seen anything as detailed unless 
you've flown in a NASA military 
aircraft simulator! The sounds are 
fantastic, the characters cute 
without being overly twee, and 
the gameplay... you often forget 
how perfect the game actually is 
and just get down to marvelling 
at the whole offering! A definite 
purchase and on a par with 
Mario for lasting thrills and 
excitement, blowing away any 
other flight sims out there! 


to Mario 64, after an 
intensive bout of 
block bashing and 
baddy boffing, what 
way to unwind and relax 
iMuii go for a peaceful glide over 
some beautiful countryside? And 
it IS beautiful - the team at 
Paradigm Simulations have done 
an incredible job, creating the 
most realistic and detailed 3D 
environments I've ever seen in a 
video game. And the good news 
is that the gameplay is equally as 
impressive, offering plenty of fun 
and real challenge, especially In 
the later events. The only real 
problem is: what to play first. 
Super Mario or Pllotwings? Oh, 
to have such delicious choices in 
one's life... 






COMMENT 


Pllotwings is one of 
those unusual game 
that doesn't really fall 
any particular 
genre or category - 
SHAUN and this originality 
makes It all the better, in my 
opinion. The graphics are breath¬ 
taking and, in similar fashion to 
Mario 64, you'll spend hours 
ignoring the objective of a level 
and simply fly around, taking in 
the gorgeous scenery. I admit, it 
took me some time getting used 
to flying around with the 3D Stick, 
but that was more to do with my 
incompetence than any fallings in 
the game. Like SM64, Pllotwings 
64 is a game you have to own, 
and Its place In the video games 
Hall Of Fame Is assured. 




IUNTENDO^ 


BREAKDOWN 


ORIGINALITY 


LONG^Ttfi:^ ^ FSr 


OVERALL 

Pllotwings 64 Is the definitive flight 
simulator with added FUN! An 
absolute must-buy - and a stunning 
showcase for the phenomenal power 
of the Nintendo 64. See it and become 
a believer! 


iASTASlUrV 

A All those missions are going to take 
a fair while to complete, and there's 
so much to see and find - including 
loads of secrets! 


*LAYABILITY 

A 28 events that totally immerse you 
in the game, offering loads of variety. 


SOUND 

A From the screams of a crashing 
character to the lapping of waves, 
all the effects are crystal-clear and 
atmospheric! Plus they're all in 
pseudo surround sound! 


A Awesome texture mapped land¬ 
scapes with no polygon break-up. 
You've never seen anything like it! 













































K WANNA ^ 
PLAYSHOGI 
WITH ME? WADDYA 
MEAN 'NO'?! j 
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movement in that direction, whereas a line with no arrowhead 
indicates one space movement per turn. See, it's as clear as mud! 
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It's just possible that after a day of beating up Bowser 
in Mario 64 or soaring through the skies in Piiotwings 
64, you'ii need a break from aii that charging about 
If that's the case, this might be right up your street 

As you know, the N64 is finally here, and you're probably still 
reeling from reading all about Mario and Piiotwings. But don't 
forget that there was a third game released 
on the day of the machine's launch. It was, 
of course, Shogi, a Japanese chess-style 
game. Can you believe it? With all the 
technology at the developers' fingertips, 
they bring out a bloomin' chess game. It's 
like buying a Rolex watch and finding it's 
got Mickey Mouse hands. Or, even worse, 
like being one of the biggest football 
teams in the world, spending seven 
million pounds on a player, and ending 
up with Andy Cole. Oh well, let's take a 
look anyway... 


CNECiCMAn.^ 
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The main objective Shogi is the same as in chess: to capture the 
opponent's king. Again, a checkmate occurs when a king cannot 
avoid capture with his next move. Although there are probably 
very few people reading this that have ever played or seen Shogi, 
it is an international game. Each piece has its own symbol which 
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Having said that the game is like chess, to be honest it's a tad more 
complicated than that. The first difference is the game's played on a 
9x9 board instead of an 8x8 one. Also, each player uses 20 pieces 
instead of 16. When a piece makes it to the opposite side of the 
board, it can be promoted to a higher rank thus giving it superior 
moves, similar to a pawn in chess. However, a really unique thing 
occurs when a piece is taken by the opponent; instead of being 
removed from the board, it becomes part of 
the opponent's arsenal! 




^ Mario and Piiotwings, 
A it's kind of strange 

SHMUM plugging in a game 
like Shogi. So what can you say 
about it? Well, for a start if you 
already understand and love the 
game, you shouldn't have any 
complaints with this; the N64's 
massive power allows for even 
more cunning CPU intelligence, so 
you won't get to the stage where 
you whip the computer's ass in a 
hurry. The chances of this coming 
out in the UK are slim to none, 
but we felt you wouldn't forgive us 
if we didn't feature it. If you're a 
Shogi fan, you should get hours of 
enjoyment out of this. As long as 
you understand what's going on. 
Like we did. Sort of. 


So what's the fuss about? Well, Shogi isn't 
just a small time game - there are even world 
championships held every year. Which brings 
me on nicely to Yoshiharu Habu. As he won the 
World Championship last February, Seta 
decided to ask him to endorse the game. 
Apparently, he's a bit of a sex symbol out in 
Japan. I've been told that the ladies find him 
cute. A bit like Chris, the smooth git. 


GRAPHICS 

4 Pretty damn dull, even for a chess game; surely this could have 
looked so much better? 

SOUND 

♦ The music is pretty good, but you'll need a few lessons in Japanese to 
understand the speech. 

PiAYABILITY 

Unless you already understand the rules of Shogi, it's probably best 
to avoid this. 

LMSiAB/UTY 

4 There is a two-player mode, and the computer intelligence is rock. 


OVcRALL 

If you already understand and love Shogi, this will keep you 
going for ages. If you haven't a clue what I've been talking 
about, you probably won't be interested. 
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WANNA STAY 




7 / be fighting 


Bo'm 

Someone's corring 


^ow that Township has been founded; it'll 
require residents to maintain the buildings 
bring some business to town. On 
y4ur journey many people can be found 
>^0 are looking homes and a job. Grant 
them their wishes and many cheery 
surprises can be found for our team, ' 


^ With Bow at the head of the pack go 
back to Hometown and enter Kilgore's 
house. Our hero and Bow be asked 
to go on a small mission in Trout's 
0 house. Before you say Yes' and accept 


IP Upon entering Trout's house you'll have 
» many fisticuff encounters with his 

guardsmen and footmen. Walk towards 
the secret room and then wait for Trout 
to appear - as soon as he shows his ugly 
face, follow him all the way downstairs 
to the hidden dungeon. 


^ the, task; make sure that you've stocked 
up on items. 
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In the dungeon many people are held 
captive by the rotter, Trout. Talk to each 
one to receive clues for following quests, 
Whilst exploring, Trout will enter and 
catch you red-handed. 


Once the Trout beast has been totally 
demolished, walk to the local church and 
Save your game. In the middle of town 
Sylvia will apprehend the team and take 
them back to HQ. 


Go right and enter the hut in Whale 
Cape. Don't bother buying any cakes as 
you have one already. Talk to the man 
standing beside the gate and he'll open 
it for you. Walk into the hole and down 
the ladder to appear inside the whale. 


Return back to Township and talk to the 
residents to obtain clues for your next 
quest. Change your team so that Jean, 
Katt and Rand are by your side. Head 
back to the camp near Simafort, using 
Jean's leaping ability to get there. 


After being caught Trout will reveal his true 
form, transforming into a hideous giant 
demon. Use Dragon magic and all or any 
offensive spells you have available - Trout 
isn't that hard to beat, so you'll not have 
many problems. 


break the barrier 
using Katt's strike 
ability. After falling 
down the hole talk 
to the old man 
beside the water 
to uncover some 
more juicy gossip. 


/ Travel down the river once the 
^ team reach the camp. Follow 
the water and you'll come across 
the section known as Whale Cape. 


know It's sudden, but 
need you to come to 
uiId with me! 


you 


Stuck in a Nintendo game? Call the official hints and tips Hotline on (01703) 652222 
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After exploring the north section and 
defeating the obstacles that await, hi 
this giant tonsil to awaken the whale 


Head south-east from Whale Cape and 
set down on the island where the circus 
is. Enter the large city and talk to the 
townsfolk. Doh! What's happening!? 
Nobody understands you! Head upstairs 
and find the Queen to find out what 
must be done. 


The third area contains 
Munmar, a demon of the 
highest order. This enemy 
specialises in a powerful Sleep 
spell, so make sure all of your 
magic points are topped up 
before entering. Use Dragon 
magic to make this fight a 
short one. Once this a 

demon has been killed, 
hit the tonsil to awaken 
the whale. 


Bpfe Enter the circus and talk to the mean 
owner of the show. Don't bother 
trying to collect 900,000 coins as 
it's Impossible, 

/ instead agree to 

find a Uparupa. Hmmm... 

What can these be? ‘ - 7% 


Once the whale has bid adieu, head 
south towards the beach and talk to the 
man to obtain the Whale Bell. To call 
upon the whale at any time stand beside 
any beach and press the 'Y' button. 

This is great for reaching islands in the 
middle of the sea. 


Travel back to the Warrior's 
House (near Windia). The 
house will be open so just 
walk straight through and 
exit via the back door. 

Head north up toward the 
forest and enter it. \ 


Head north and explore every nook and 
ranny in this section. Search hard 
enough and Powerfood can be found. 
The beasts that are found in these 
tunnels use magic spells, so make sure 
that herbs and antidotes are plentiful. 


you 


He's going to be eaten 
by a demon■• 


Buzz obtains PwrFood 
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Go back to the circus and talk to the 
owner once more. Answer neither when 
he asks what have you brought for him. 
Now he will unveil his true form and 
appear as M.C. Tusk. Use all available 
magic and this great hairy monster will 
die quickly. 


Head north through the forest and speak 
to the singing girl. She will turn nasty 
and reveal the demon known as 
Algernon. Use all spells available 
and keep healing yourself, as 
some attacks are very powerful 
and could pose a threat to 
your existence. 


Head for the bridge near Mt Fubi using 
the whale and enter the sea cave. Walk 
upwards until you have reached the Sea 
Cave Men. They will give some hints 
^ on how to capture a Uparupa. 


You guys better not 
laugh at me when 
J ’m dead•• 


Bockdef^ 


Place an owl fruit outside of the most 
north-eastern cave and jump onto the 
Uparupa as it leaves its cave. Once the 
fight begins use your Dragon powers to 
make the creature yield. Let the Uparupa 
go free and he'll give you a Buster 
Sword and a Charm Shield. To collect the 
shield exit the area then re-enter it to 
make a treasure box appear. 


Travel to Whale Cape and go .west 
through the trees - Spar fnust be in 
the lead to do this so make sure he's 
in the group. Talk to the Great Tree to 
find out what happened to the forest. 


Once the beast has been exterminated, 
pick up all of the nearby owl fruit. These 
are imperative for a successful hunt of 
the Uparupas. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on [01703) 652222 
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Once Trubo has been defeated, head 
west to enter the tunnel complex. Now 
Sten must find the princess. 


i Go back to Tunlan and speak to the man 
near the palace to find out how 
to speak to the locals. 


Your team must have 


03 


2 2 1 


Please accept th s 


Enter this portal to 
find the Moon Mask 
Equip this on Sten tc 
boost his defence 
by ten points. 


WOW! We have the flute! Now 
head back to Tunlan and speak 
to the locals. Now the Mystic 
W Pillow is all ours... Hoorah! 


Sten must fight Trubo in order to 
carry on with his quest. Make sure 
that his is on at least Level 18 or else 
you'll find it very difficult to beat him. 


Well readers, that should keep you more than occupied for the 


, _, yc 

next couple of weeks. Until nexf time... 


Once the three teleporters have been 
found be sure to walk onto the central 
one. The others are bad news indeed. 


i ike the '’famous f I utej 
from ghfort • - • • 


Have Sten join your party in Tunlan 
and travel to Highfort via the whale. 
Put Sten in the lead as you will 
f need him to get across the gap in 
the bridge. 


Walk through the tunnels 
and make your way upstairs. Be patient 
as this is a long journey. Keep pressing on 
and eventually the princess will be found. 


restoring items as this boss is a compi 
pain to beat. Keep using Dragon mag 
and make sure the hero stays alive. 


Behold, the Princess has been found - 
but Shupakey needs to be killed 
before you can lay a finger on her. 
























































































(close to opponent) 


+ A 




THATSABITSPECIAL 

Here's a run-down of each character's special moves: 


RUNGO 


HYPER BATTER UP 


JET MODE 

This mode can only be selected on the Super Game 
Boy. On the title screen, press UR UR SELECT, A, 
DOWN, DOWN, SELECT then B. 

SCORCHER MODE 

On the Takara logo screen, press SELECT, SELECT, 
SELECT 
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Toshinden is one of the coolest things to be 
released on the Game Boy for a long time, 
and the higher forces that control EMAP 
Towers have commanded me, the Cosmic 
Cracker, to bring a special combat guide to 
these very pages. 


MODE THE merrier; 

There are a couple of key combinations that allow 
you to change the game settings. Jet Mode speeds 
up the gameplay and Scorcher Mode gives every 
character a new special move and increases the 
difficulty setting. 




+ A 

ODOOCi + A and B 


CODE IN DA HEAD! 


The following codes allow you to play as the bosses 
and hidden characters. Included are the Battle Mode 
and Dialogue codes. 


BATTLE MODE 

On the Takara logo screen, press UR UR A+B, 
RIGHT, LEFT, A+B. 


DIALOGUE 

This option lets you view each character's text. On 
the Takara logo screen, press B+A, LEFT, RIGHT, 
B+A, DOWN, UP, B+A. 


MONDO 

RAIJEN SHOHEKI 
GORIKI SENPUJIN 
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GAIA 

RED FIRE 
BLUE WATER 
GREEN WIND 
DARK FINISH 
BAD END 


-CXiO + B 
OOC3 +B 
OOO + A 

+ A and B 
+ B 

(while bar's flashing) 


KAYIN 

This move only works in Scorcher Mode: 
HELL'S GATE OClIlXiO + A a 


EUl 

This move only works in Scorcher Mode: 
JIGOKUMON TXiO'dO’ + A a 


DUKE 

GRAND CROSS 
ROSES COFFIN 


'OClOClO + A and B 
OOO + A 


These moves only work in Scorcher Mode: 
REN FO OCiO + A 

CHI FO (while doing Ren Fo) O'ClO + A 

TEN FO (while doing Chi Fo) O'ClO + A 


SHO 

REKKUZAN 

OClO + B 

HISHOZAN 

OOCJ + B 

SHISHOZAN 

<^00 + B 

SUISEKYUKU 

'ODO + A (while jumping) 

RYUGEKIDAN 

C] 4- A 

GEKKOSEN 

'Q’fy + A (while jumping) 

SENKOUGA 

+ A 

ENAAA-RESSYUSAI 

+ A and B 

BANK-MOSYUKEN 

+ B 

The following moves 

(while life bar's flashing) 
only work in Scorcher //lode; 

SHISHO-TENSET 

+ B 

GOKURAKUMON 

+A and B 


(stops opponent's attack) 
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N i ntendo* \sHEUB^¥^Mi 


Yes readers, the Cosmic Cracker has finally cracked! Cracked the Secret Of 
Evermore, that is. During the past three months we’ve travelled through 
antediluvian Prehistoria, dusty Antigua and mediaeval Gothica. This month 
we guide our hero through time and space to reach his hometown of 
Podunk. So grab your Babylon Zoo album and follow me... 


Once you've been dropped off in 
junkyard walk up and left, then 
take the path 
up to 
the right. 

Now walk 
the 


Go right and enter the white beam to 
« appear in the main section of the 

■ station: Area A1. Now switch to the 

■ dog and enter the top-right vent. 

B Hover around and shoot any 

B spheres you see, then return to the 
H boy when finished. 


Walk left and use the computers (walk u 
to them and press 'B') to purchase 
armour, ingredients or exchange money. 


Work your way right, until you come to 
several nasties trapped in cages. Look for 
the room of switches and activate them 
all until the cage on the right opens. Talk 
to the red robot to receive the Neutron 
Blade. If you now return to the junkyard, 
a robot will give you the Reflect Spell. 


Carry on walking to 
right until you reach 
Area A2. Pass 
through the ^ 

trapdoor to find ^ 

the Merchant H 

Sector. ^ 


Head down to the bottom 
of the room and speak to 
the robots to obtain the 
vital access code. You can 
also stay in the INN by 
entering the rainbow- 
coloured beam. 




WHAXA HEAP OF.JUNK! 




ill 

^ .. ^ 



^ „.SELL IXvTO 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on (01703) 652222 


































Having visited the Coil Room, walk right 
two hallways until you reach Area D3. 


Walk up into Area C3, then right to 
Area C4 and pass through the trapdoor 
to locate the Alarm Room. Walk all the 
way right, then head upwards. Open 
the chest to receive the Titanium Vest, 
then step into the white beam to appear 
in Area B4. 


From the Merchant Sector, walk down 
two halls to Area C2, then pass through 
the trapdoor to locate the Fan Room. 


Walk left to the three 
computers and power 
•up the central 
console. Turn 
the setting for y 
the Greenhouse I 
Lighting OFF. . 


Walk over to the panel and flip the switch 
to turn on the fans; this will cool down 
the coils in the room to the left. Now exit. 


Walk to the left and pass 
through the trapdoor in Area 
Cl to locate the Coll Room. 




Walk to the bottom-right corner and ope 
the chest to get the Old Reliable Helmet. 
Walk into the beam to reach Area D1. 


g Input the access code into the right 
g computer to open an electric barrier in 
I ! the alarm room, then exit. 


ALARMJM 
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EVERXONE'S. 
(fOlSIE GREEN! 


Received 50 Cryo-Blast Pro jectiles 


C22S 88 


Found the Nitro Formula 


Found the Atom Smasher 


Stuck in a Nintendo game? Call the official hint^and^ps Hotline on (01703) 652222 


Walk to the left and pass through the 
trapdoor in Area B3 to end up in the 
Greenhouse. 


HP 1 




Walk to the upper-right corner, past the 
plants, and open the chest to obtain 30 
Cryo Blasts for your Bazooka. Step into 
the white beam to transport to Area A3 


Fly the Shuttlecraft to Ebon Keep Castle 
and then land near the fire pit. 


Enter the tube on the right, then pass 
through the tunnel. Open the chest to 
obtain the Laser Lance Spear. 


Talk to Prof. 

Ruffleburg to \ 
receive some \ 

I Call Beads, the Y 
i Call-Up Spell and ^ 
, be granted to ^ 

I access to his magic. 


Walk left two screens and then go down 
to reach the bottom of the stairwell. Now 
walk left towards the Hedge Maze. 


Pass through 
the trap- 
door at S 

the top of ^ 

the room to 
be transported 
to the Shuttle- 
craft hovering 
above the world 
of Evermore. 


Walk left into Tinker's Tower and open 
the chest in the lower-left corner to 
obtain the Atom Smasher Axe. Read the 
nearby book to obtain the Nitro Spell. 


Walk right to Area A4 and pass through 
the trapdoor to enter the Professor's lab. 





























































Vou're going to pay for 


this, filthy human 


F<»r€:e iioill off 

i*ri sir tiogfr^*! 

hiciijf. 


Walk to the bottom-left corner and step 
on the plate to power-up the computer. 
Now SAVE your game! 


Once back at the Shuttle, you'll be asked 
if you wish to return to Omnitopia - 
select 'YES'. 


Pick up the Energy Core, then go right 
and speak to the old man to receive the 
Force Field and Stop Spell. Now return to 
the Shuttle. 




Carry on walking to 
the left and pass 
through the trapdoor 
to appear right back 
in the junkyard. 


Continue left until you reach the Hedge 
Maze. Find the centre of the maze and 
walk down the bottom-right stairs. 


R N i 


Last it, goUl . . . 
rs grUgg to 


THE FINAL 
COUNTDOWN! 


Walk through the tunnel and talk to the 
kindly Professor once again to obtain the 
Energise spell. 


Pass through the door (shown below) to 
reach the final battle room. Destroy the 
fans at the top of the screen to reveal a 
set of switches, then flip them to activate 
a giant video screen wall. Now you must 
defeat all of the enemies to complete the 
game. My advice is use Energise spell as 
much as possible on the two characters. 
Use all the spells in your inventory and 
keep an eye on your energy bar. It may 
be a good idea to build up your levels by 
fighting the rats in the junkyard before 
going entering this room. Manage to 
destroy all the monsters and you can 
then sit back, relax and watch the lengthy 
end sequence play out... 


Exit right from the 
Professor's lab to return to 
Area A4. Walk all the way 
left and pass through the 
trapdoor in Area A1. 


AIN'T. IT? 
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RIBBIjr 

are you sure 
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> LEGEND OF THE SEVEN STARS 


PLAYER’S GUIDE PART i 


Strange, isn’t it? Despite Super Mario RPG being denied 
an official UK release, we’ve been inundated with letters 
and calls asking for help with it. So, in response to this 
totally unprecedented public demand, we’ve produced the 
definitive player’s guide. Let’s go, Mario fans! A 


ENTER THE FZKE HEROES' 


Super Mario RPG features some of the strangest team-ups ever seen in video 
gaming history! During his quest, Mario joins forces with a cloud who thinks 
he s a tadpole, an animated doll, the King of the Koopas and a fairy Princess! 
Normally this bunch of individuals wouldn't stand a chance, but they've each 
developed some killer moves in the combat zone... 


APPRENTXCE PLUMBERS START HERE' 


MARZO 


THUNDERBOLT 3 FP 


MULTIPLE FOES 


Mario's main magic comes from his infamous 
jumps, and you can score even more damage 
using the Super or Ultra Jump if you hit 'Y' just 
before Mario connects. Mario's other magical 
attack is a rapid-fire fireball, burning a foe to 
charred cinders in seconds! When reaching the 
^ dizzy heights of Level 1 8, Mario feels the full 
■ force of his chilli broth and emits Ultra Fireballs 
B at many foes - but remember to target the 
B hardest enemy, as distant targets are some- 


PSYCHOPATH 1 FP 


ONE ALLY 


SNOWY 


MULTIPLE FOES 


SHOCKER 




This terrible^ladd|p|e has arf fexcellenP^^y of offensi 
spells, not l^st mfe Thuncferbolt whjtm proves useful 
throughout the ad^enturei It s^|/pf as an excellent 
multiple-hittmg spelllcmcf^ frighten off i 

ghostly opponents! You ccm aMS plan your enemy I 
attack with the Psychopath s^lI, as it shows how \ 
many hit points your enen^rhas remaining. Later 
into the quest, Mallo# sdii^ons lightning, but more 
impressively, can caU on his snowman mate to come 
crashing down on a^oJr Snowy's cool for splatting 
enemies who hate «|based attacks (such as Kriffids 
and the inhabitants^! the Barrel Volcano). 


JUMP 

3 FP 

ONE FOE 

SUPER JUMP 

7 FP 

ONE FOE 

ULTRA JUMP 

11 FP 

MULTIPLE FOES 

FIRE ORB 

5 FP 

ONE FOE 

SUPER FLAME 

9 FP 

ONE FOE 

ULISL FLAME 

11 FP 

MULTIPLE FOES 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on (01703) 652222 
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TERRORISE 

6 FP 

MULTIPLE FOES I 

POISON GAS 

10 FP 

MULTIPLE FOES I 

CRUSHER 

12 FP 

ONE FOE 

BOWSER CRUSH 

16 FP 

MULTIPLE FOES 






Bowser teams up with the Plumb- 
Meister, and it's just as well: have you seen the 
state of his special powers?! Terrorise leaves enemies 
shrieking, as Bowser summons a huge Boo for some 
top fright action! Also try out his Poison Gas, as it 
causes extra fume damage in subsequent rounds. 

The Crusher can knock an opponent out (if you 
time the second hit!) whilst the most secret 
attack of all (utilising a giant Mecha Koopa) 
causes foes to scatter in terror! 
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rlirea has one or t|^o pricks up his velvet 

ilbf' ■ ' ■ 


■ which is a beatn from his trusty 
I to build up the bofet,, but be careful not 
IrpoweFrt! Geno's Boost is also ^top combat spell: 
use it to erTTbo\fer^ario's abilities defence, if you 
time the spell cof^ctly) and you'll find that Mr Moustache 
wifi plough through the baddies in no time! For even 
more chaotic devastation, try the Geno Whirl, which 
takes nearly 10,000(y hit points off smaller 
^ enemies, or the ^st N^ich should be 


PRINCESS TOADSTOOL 


\^i< 

blh 


_ GENO BEAM 

3 FP 

ONE FOE 

_ GENO BOOST 

4 FP 

ONE ALLY 

GENO WHIRL 

8 FP 

ONE FOE 

_GENO BLAST 

12 FP 

MULTIPLE FOES 

GENO FLASH 

16 FP 

MULTIPLE FOES 


• 1 ~ 
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THERAPY 

2 FP 

ONE ALLY 


GROUP HUG 

4 FP 

MULTIPLE FOES 


SLEEPY TIME 

4 FP 

ONE FOE 

H 

COME BACK 

2 FP 

ONE ALLY 


MUTE 

3 FP 

ONE FOE 


PSYCH BOMB 

15 FP 

MULTIPLE FOES 


After regaining the love of his life, Mario decides to 
send her into battle with the best of them! It's just as 
well, as she's more than useful at dispatching baddies 
and healing wounded friends. For those companions 
poisoned, silenced or bewitched, try a bit of Therapy, 
but for ultimate rejuvenation, try the Group Hug which 
heals everyone and has the benefits of Therapy as well! 
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HEY^ - ^ ■■■ 

Are YOU rooKin' at me? 
and I 


Mu.hammeri 


THE QUE ST BEGINS IN THE < ^ 
MAGICAL MUSHROOM KINGDOM!! 


THK HOUSE OF MARXO' 


After the shock of discovering his darling Princess in 
the clutches of Bowser and then losing her again, 
Mario returns to his hut for a lie-down, as this is 
most important for the Italian stallion's progress. 
This is achieved by turning the lamp off at the 
dressing table. Once the adventure proper begins, 
it's worth noting that Mario can return to his shack 
to view the goings-on in Bowser's keep, and also to 
regain much-needed hit and flower points. This is 
useful if you're nearby, so don't delay! 


DOfV»r THE 

MUSHROOM HXOHIVAY' 


t?eGeij^ed;,d ’‘MushrooSr 
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j Nintendo game? Call the 
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VNFRXCKPLY FOLK' 


Despite Toad's friendly manner, the folk 
of Mushroomsville are mumbling nutters 
with no time to help you on your way. 
Try the inn and tool shops (identified 
by the star or mushroom outside the 
door), and pay special interest to 
the tool man's advice on locating 
invisible treasure boxes. Once 
you've nicked all the best stuff, 
why not chat to that small cloud 
creature crying in the street? He's 
Mallow, and proves invaluable to 
your mission. Then try the doors of 
the Chancellor's house (big and to the 
north) where the green-spotted mush¬ 
room will give him a map of 

P the world. After which, 
why not purloin the 
treasure chambers for 
items? "Yes please!" 
squeals Mallow. Note 
that the three mystery 
boxes in the Vault room 
get restocked once you 
reach the Kero Sewers. 
Onwards to victory and the 
freedom of the Princess! 


STAND AND DLLXVLR' 


Onwards, master plumber - to the Bandit's 
Way! Down in these parts, there are the frightening ^ 

hounds (the K-9s) to deal with; soften their blows by 
pressing 'A' just before they bite you. Then it's onwards to 
catch the thief of Mallow's coin - the evil Croco. Boo! 

After a lengthy struggle, during which he japes through 
various forest sections, a confrontation eventually takes place. 

Use the magic of both characters, and then return to the Mushroom 
village with the items gathered. "W-what the...?" cries Mario, "the whole town's been 
taken over by Shysters!!" Kill them all, and battle to the Chancellor's chamber where 
the Shyster overlord appears! 


% RLTVRN 

OF THE MACK 


Wielding the largest sword ever seen outside 
of Bowser's skewered keep, Mack pogos 
nto battle, dashing in to deliver hideous B 
damage. Don't run for cover H 
1 but train the plumbster on ^ 
Mack himself, leaving Mallow 
^ to take care of the Shysters with 

1 Thunderbolt. Sooner or later 
* \ (providing you've stocked up on 

rooms a 


igh Mush 


nd Honey) he 


enou' 

shall yield, revealing the first of 
I your magical stars! Once the 
1 Chancellor returns to clear up his 
\ house, you may continue on your 
1 travels. Onto the Kero Sewers - but 
1 only after Mallow completes his 
1 Grandpa's errand in the village! 
















AYEAMMM... ^ 
TOADOFSKY... THE 
^ GEENEEEUSS! ^ 


> THE QUEST CONTINUES WITH < 
SEWAGE, RAPIDS AND SINGING TADPOLES!! 

. .. ^ ^ n; ~ 1 


WHM'S THAT TCARIBU SMELL?' 


Mario and Mallow dive into Kero Sewers, saving their position before 
affixing nose-pegs and jumping down the pipe. Once inside the sewers 
themselves, swim and run through the various sections (use Mario to 
jump on the animated Treasure Box until it yields and gives you a 
Trueform Pin - wear this and you can't be turned into a scarecrow) 
until you find the water draining switch. 

Jump down into previously submerged areas and you'll soon find your¬ 
self facing Belome; a giant mutated dog with four blind eyes! Yikes! He 
mutters madly before launching into an attack, so watch your hit 
points, wear the Trueform Pin and launch special attacks at him (along 
with the odd normal hit or two). Eventually - and after chomping on 
Mallow several times - he gives way and vanishes, leaving the flood 
gates open! Mazza and the cloud boy receive a right old drenching 
and are swept away into the Midas River! "Waaarrggghh!!!" 


ALLOW; T.. .this must be. 
QtLOMt.' 


The composer is having a spot of bother with his tadpoles: 
they just won't play those funky tunes he so desires! Try the 
tadpole-hopping tune we've printed and he'll be eternally 
grateful, so much so that he'll give you an Alto card so you 
can get past the security tadpoles at the Juice Bar. MmmmI 
After a quick sip of some spawn-cocktail, our heroes depart 
for the Rose Way. Onwards! 


Once you've negotiated the Midas River, learning the coin patterns and 
building up your cash collections (along with the odd Frog coin or two), you 
can return to a tool shop for a spot of item purchasing, or continue into the 
world of the tadpoles. Mallow is obviously excited as the duo head for the 
Tadpole Pond; "Hooray, I'm home!" he cries, before the little creature's 
world is shattered by a startling revelation! "I'm... I'm not a tadpole? 
Boo-hoo, boo-hoo-hoo!" With that 
out of the way, Frogfucius 
rewards the adopted Mallow 
for his errand and offers ^ # 
more words of import, / ^ 

urging the two questers to 
visit Rose Town. But first, 
there's a composer in 
need of inspiration... 


This is the metodu I've “been 

tooKing for. 

.ThanK^you JOT the inspjratjon/ 


ri?0&fUCIl>Sj Let's see 

i' " 


Stuck in a Nintendo game? Call the official hints and tips Hotline on (017031 652222 
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MORE THORNY PROBUMO' 


Mario and Mallow don't find much in the way of Roses in these parts, just a 
load of thorny problems to contend with! One of the sections has a load of 
mystery treasure boxes suspended in the air above a squad of Shy Guys. 
Stop to collect all of the items and also remember you can return here to 
find all the boxes full again, leading to a great deal of moolah to spend at 
the local stores. After this section, take to the air on the magic platforms, kill 
Lakitu's screaming minions and head for that shady glade where Mallow can 
hear growling! Sure enough. Bowser's been spotted snarling at his troops, and 
urging them onwards to greatness! Mario and Mallow wait until the troops 
disappear, and then head for Rose Town. 


OGWSERj " ’ •' ^ 

Air n’gfht peopfe/ form rar^s 


I^ELCOMC TO a05t TOWH! 

—■ Upon entering this strange village in the woods, the duo 

--— _find that mysterious forest creatures are attacking the 

hamlet with paralysing arrows! These woodland terrors 
must be stopped., but how? Further strangeness is afoot: the Inn's inhabitants include a mushroom 
child with a collection of soft toys (including some familiar faces), one of which decides to grow to 
humin size ^d wander off into the forest at night! Before chasing after this fellow, climb down a 
chinfcey for a flower power-up, buy the finest threads (including thick pants - hooray!) from the tool 


chintey for a flower power-up, buy the finest threads (including thick pants - hooray!) from the tool 
|hofi and rescue the Toad dad from his mischievous son (and claim the Frog coin from the son's bed) 
Now the sky is darkening, how about a stroll into a haunted glade? Gulp! 


area with 4 paths. 90 
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OOWYEf?} Hdppy I arru nyar 
Look,,.LOOK at their expressions 
whep ,theM do/. 


???» Thanks for the hefp, 
Tou reatfg ^ot me out of < 


A HAUNT ED GLADE, PIPES < 

~> AND AN ISLAND OF DINOSAURS 


CAVCarr AND ONAIVLY 
CRITTCAS XN THE FOREST MAZE' 


Hot on the trail of a mysterious figure from the Star Road, Mario and his 

faithful retainer enter the forest, and soon find themselves in an awful 

mess. First, find the clearing with the nine tree stumps and take the 

northern-most one. Negotiate the cave system and you'll 

appear in the next stage of the forest, greeted by crossroads, 

leading to more and more crossroads and hideous 

confusion. You can leave the forest for Rose Town by taking 

the bottom-left paths, but otherwise head north. Look out for 

the shadowy figure of Geno, and follow him at speed; he'll 

lead you to the beast responsible for the arrow chucking. 

However, the forest also contains another secret! We won't 
tell you what it is, but try following the directions given to you 
by a kind mushroom fellow in Rose Town. 


AND ru BOfy YER BUCKLES OFF'" 


This mutant missile monster can certainly pose a threat to the team - were it not for the 
fact that a new recruit joins in the fight! Watch for his arrows that disable one of your 
melee techniques, and be prepared to singe him with some pretty powerful 
magic, powering up your flowers frequently. He may be tough but he must 
be beaten; the kind folk at Rose Town are depending on you! 


Stuck in a Nintendo game? Call the official hints and tips Hotline on [017031 652222 











inTen< 


■eg 'mate'?st^Tiffht'iipf ~- 
^0 coins to do some Coomba 
Uthumein9.iHow_abouttib?U||| 


(What're 'YOU'<tocn<:in'’at? 


iOOSHi! 

I If you wdnna ohaltenge me, 

I ■ . you ,haveAto^br,i ng . Coo,^[gE*^ 


(Wowf Unbelievabter 


0h.,,wel(.77 I had my day'in ^ 

the sun. Let fne 9 fve you a tip. 
,i?dC:e;someone SLOW.. 


VOSHIs (Mariof Glad you finally 
made it to Yo'ster Isfe, home of 
the /Mushroom Derby / . ■ in^int. 


HtXT MONTH' 


With the Yo'ster island holiday coming to 
an end and a Princess still to rescue, our 
heroes should press on. Next month we'll 
cover the mole mountains, take in a mine 
cart race or two and even visit the seaside! 


A THfTOMP AND 
A CHOMP AfTAIT' 


The only route to the fabled Yo'ster Isle is 
through the Pipe Vault, and the temptation 
bescomes too much to resist for the terrible trio; 
ttey struggle into their sewage pantaloons and 
brave more pipe exploration. With the promise 
of dinosaur racing too much to resist, they dive 
in, jogging past lava pits and jumping over 
cftompweeds with nimble dexterity. Keep on 
going, descending into the pipes located at 
the far end of every section, and you'll 
eventually appear in Yo'ster island, 
but for those lingering in the sewers, 
there's a spot of Goomba thwacking j 
r j once you descend down the fourth / 
k inhabited chompweed pipe. ^ 


VO»HX, BOSHX 


\ AND TXME FOR SOME NOSHX' 


"Hooray, time to meet me old dino pal, the Yoshster!" remarks Mario 
excitedly. However, when the team eventually arrive, they're greeting by 
a rather nervous-looking green dinosaur. Apparently, there's a new 
dino in town and his name's Boshil Yoshi pleads for your help; only 
you can knock him from his perch as head dino on the isle. Although 
^ this makes no difference to the ongoing quest, you should definitely 
go for it: Yoshi's your pal, ain't he? (And more importantly, there's a 
magical cookie in it for you!) Check the island for cookies, talk to the 
other dinosaurs and then start your race, feeding Yoshi after the 
whistle blows and tapping the 'A' and 'B' buttons in rhythm. Once you 

r win, you'll receive your prize and be free to wander around the place, 
talking to a couple of lovesick mushrooms (aaah!) who mention the 
Grate Guy's Casino (one to note down), and feeding on the giant 
toddler called Baby Fat. He'll keep chomping on all the cookies you give 
him, and when he's full, you'll receive some very interesting new 
items... Chow down, fat boy! 
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S 'o you thought or Seal had breathed his last fishy breath, did 
you? NO WAV, codUnas: those prawnsfers will have to trv a I 


Wyou? NO WAV, codlings; those prawnsfers will have to try a I 
harder to ‘finn'-ish me off! Me pool's a-sparkling, those foxy 
ladies from Sheila's seal massage parlour are flappering 
round to my bachelor pad for an evening of aquatic 
canoodling... Aah, ain't life grand? And that awesome N64 
gets a Japanese release! I've had a water-proof Nintendo 
64 installed next W me tank of tasty trout, so I can Hap 
away at Super Mario 64 and attempt to tickle a trout or 
two when feeling a tad peckish! Bliss! Right then, let's ! 
surface and inspect my mammoth mail mountain. To ' 
contribute to the world's finest Seal lettering service, jot 
down letters and art and wing it to me (pronto, ya hear?) a^ 
this address: SEAL'S BULGING SACK, Mailbag, NMS, Priory 
^ Court, 30-32 Farringdbn Lane, London EC1&3AU. 


WElfC GOf A 

Dear SEAL, 

Now don't take^this wrong, BUT TO ALL 
THOSE STUPID SPRATS WHO KEEP ON 
WRITING IN AND SAYING THINGS LIKE 
"Jhe N64 is taking its time" AND "The 
N64 is going to be great", "N64 this", 
"N64 that" (and so on) JUST SHUT UP, 
rVE HAD ENOUGH OF YOUR CRAP!! 
NOW BACK TO BUSINESS! Are you ever 
going to have a bacl^ issue service? I'm 
missing quite a few mags, you see. Oh by 
the way, I was wdndering if you could tell 
me what your favourite fish are? 

Adam, Willows (Kirby's No. 7 fan), Surrey. 
SEAL: Ol!! NUTTER!! STOP SHOUTING!! 
We were a tad worried for your sanity 
until we realised you were a Kirby 
fan, thus explaining your bouts of 
MINDLESS YELLING!! And hey, if any 
of our readers wan^to yell about the 
awesome Nintendo 64, then they've 
got every right to! Waddya want? 
More exciting letters about Kirby's 
pink buttocks? I think not! Regarding 
your back issues query (and this is the 
VERY LAST TIME I'm saying this), look 
' at the vertical red strip of text on the 
' Contents page next to Nintendo 
People System. It's there. Still. It's not 


gone anywhere. All 
the info you'll need 
to subscribe or order 
a back issue. 

OKAY?! Regarding 
fish. I'd have to say 
that absolutely noth¬ 
ing beats a still-twitch¬ 
ing rainbow trout. Yum! 

srutrrHEPiJirs^^ 

Dear Seal, 

]^am writing in an attempt to forewarn 
anyone who's considering selling off their 
Super NES to buy a 'Super Console' not to 
do it. I owned a PlayStation for about four 
months and, except for three of four decent 
games, the line-up was severely lacking the 
quality of the Super NES titles. Sony make 
us believe their machine is a true 'Next 
Generation' console but take it from me, 
it's not; it's slow and some of the graphical 
glitchings and problems are completely 
unforgivable. I now own a Super NES once 
again with Super Mario Kart, Mario World, 
Starwing and many other masterpieces. So 
stuff the PlayStation and stay with your 
Super NES, GameBoy or whatever, and 
hang on for the Nintendo 64. I've been to 
Sonyville - and it's horrible. 

Lee Murphy, Merseyside. 


SEAL: Read and be warned, readers - 
you buy so-called 'Next Generation' 
consoles at your own risk! Of course 
I've known about the laughable state 
of the opposition for years and most of 
the hardcore readership know it too 
(heck, even the fools in editorial know 
it), but there are still sprats like Lee 
Murphy who defect to the enemy, only 
to come crawling back in shame. Pah! 
Just look at the (third) awesome pull¬ 
out special in this issue, check out those 
screenshots and tell me which machine 
you're buying next. I thought so. 

GOD DEADS,MMS 

Dear Seal, 

Can I just say what a fine job you do on 
this ace magi It really IS the best Nintendo 
mag around! NMS gets everywhere you 
know, even the pearly gates of above! Yes, 
unfortunately while ogling the finer curves 
of a French Mademoiselle, I fell off the 
Eiffel Tower (see Mailbag, Issue #19)1 
Seeing as GOD subscribes to NMS, he has 
asked me to write to you. He has some 
suggestions as to the 'super secret' AAA 




(ABOVE) The Killer Instinct characters receive the 
super deformed treatment, as penned by the bug¬ 
eyed talents of Luke CD (yep, that's his name). 
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(ABOVE) A horrible, hideous mutation has 
returned to claim your souls! Quake with FEAR 
thanks to Chris Percy of Salterton. (LEFT) Grant 
Donaghy from Northern Ireland's cartoon made 
us chortle! 
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MON 


titles due from the Big N. KI2 would be an 
obvious suggestion, but what about Doom 
Maybe a cut-down version of an N64 
^ title (okay, a very cut-down version)? And 
another Super NES Zelda would be nice! 
We’!, I've got to go now - there's somebody 
waiting at the pearly gates. Who are you? 
The Cosmic Cracker? Fallen out of a plane? 
TuNtutI Well, bye Seal, and may you lead a 
long and prosperous life. And when you 


finally get here, we'll have a bevy of 
beauties on hand ready to massage 
seafood sauce into your flappery flippers! 
Gary France, Heaven. 

SEAL: Hey, that sounds ^divine^ Gary; 
as soon as I pop me flippers I'll be 
winging my way up into the heavens 
on an express elevator to foxy lady 
central! Glad to hear that GOD still 
subscribes to NMS; regarding his 
queries, all I can say is that KI2 is still 
rumoured to be coming out on the 
Super NES, but all his other ideas are 
N64-bound. tell him to save his pen¬ 
nies for one of those N64 heavenly 
bodies - it'll blow his white beard off! 


With the hardmaaof tte beach, 
Seagull, guardip^ m^love pool (in- 
between shooting thll^ction sequences 
from his next film. Under Seg)(/aed), 
there's no way any of those jrfai^lpn- 
brained buffoons are going t^move me 
from the sewers! Right therff you 
prawns, let's have loads and loads of 
top interesting letters and artwork from 
you; there's an Ocean game up for 
grabs for the be^. ^ what's more 
sizzling than a sardine, and what's less 
appealing thart^Dove's soiled pants: 


> Drawings of my personal hard-nut 
V bodyguard, Steven Seagull. 

T^o Super Mario 64 and Pilotwings 
live up to your expectations? 

# What three N64 games are YOU 
most looking forward to? 

• What new features would YOU like ! 
Ho see in Donkey Kong Country 3? We'll 
pass on ALL your comments on to Rdfel 


iB-omn 


^ Love letters for The Cosmic Cracker 
^ (especially from l^lpkes). 

Threatening letters (yodr ddd/^esses 
are noted by Steven, wh^wiU then 
come round to your gaff and slap you 
about a bit). 


SHHOORYUUiag^NNini 

Dear Seal, 

I'm a very disappointed chap. 

[Aw, what's wrong, chimpy? - 
SEAL.] I hear that Street 
Fighter Alpha is not coming 
out for the Super NES! I was 
one of the people who bought 
the Super NES just to be able 
to play Street Fighter. Street 
Fighter Alpha is the best and 
everybody should have 
the right to play it, not 
just Saturn and 
PlayStation owners. 

Luke Nardoni, Swindon. 

SEAL: Yep, you're 
completely right Luke. 

Street Fighter Alpha 
won't be coming to a 
Super NES near you. 

Ever. Sigh. But did you 
think the Big N would 
disappoint? Shame on 
you! We're getting the 
flippin' SEQUEL! Yep, 
time to laugh at the 
idiots who've bought 
Street Fighter Alpha on 
those smelly new con¬ 
soles by informing them 
(and certain other 
Nintendo mags) that 
we're getting Street 
Fighter Alpha 2! And 
with any luck, we'll have the 
most in-depth review in a 
couple of months' time! Happy 
now? Good! 




(FAR LEFT) Street Fighter NMS drawn by the cheeky Daniel 
Smith of Lincoln. But why've you dressed Chris in his normal 
clothing? (LEFT) I am Fulgore, and have been drawn by a 
talanted bloke. Unfortunately Chris lost his address; write to 
us, Mr Artist, and we'll credit you in next month's issue. 


i^CQOTHEWHti? 

Dear Seal, 

Your magazine is just the best thing ever. 
[You're darn tootin' right there, matey! - 
SEAL.] I have always wanted to know, do 
you have a special joypad? As you have no 
fishy fingers, a normal joypad wouldn't be 
at all easy to use - or would It? How do 
you overcome this probl em? Just be fore I 
go, I would like to sav | CENSOR^uI tQ Robert 
White from Chippenham (Issue #42); this is 
no pansy Sega mag, it's a well 'a rd 
Nint endo m ag - and Seal can | ccNSORtiu] 
|c:£NsuK£^ na well swear if he wants to! 

RS. Are you a lot harder than Sega's Ecco 
the Dolphin? 

Andrew Crow, Braintree. 

SEAL: First of all, I am hard. There's no 
question about it. So hard, in fact, that 
I use the powers of telekinesis to move 
my joypad when playing games, thanks 
to years of training under my mentors 
Boris Spokes and Huri Beller. Secondly, 
to all you melon farmers out there who 
think swearing is cool: it's bloody well 
not, so don't blummin' well do It, okay? 
And what sort of letter mentions the 'S' 
word twice? Ooh, you got my fins in a 
flap so badly I confronted that great 
steaming dollop of whale poo, Ecco, 
and scrambled his sonar so that he 
swam into a tuna fishing fleet! Hal He 
won't be bothering us again with his 
appalling games! 


OCEAN PICTURE OF 
THE MONTH 

























Another month, another bout of one-on-one answering with your slightly soiled but still 
sparkling Deputy, Dave Jr. As you may have gathered from our enormous N64 coverage, we 
are currently trying to extract Mr Upchurch from his 72-hour Super Mario 64-athon but with 
little success. As we attempt to force our way into the barracaded games room to remove our 
frothing and gibbering Editor, may I offer some answers to those tricky Nintendo-based 
queries you've been pondering over? You betcha! Send your questions to: AUNTIE DAVE'S 
PROBLEM CORNER, Q&A, NMS, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. 


FULL ANIMATION FOR FANTASTIC 
FIGHTING GAMES OR WHAT? 


Dear Dave, 

(1) The lack of RAM in the PlayStation and Saturn seems to cause 
problems, particularly as regards the animation in DarkStalkers, as 
there's too much to load from CD to memory. In the case of the 
N64, do cartridges load data to the CPU RAM (like Sony and Sega's 
32-bit machines), or do the gorges run directly from the cartridge 
and thus not need RAM? 

(2) Is there a possiblity of animation frames being sacrificed (due to 
lack of RAM) in games such as SFA2, DarkStalkers 2 or Marvel 
Super Heroes (if they ever get released on the N64)? 

(3) I heard that PAL Mario Kart played on an NTSC Super NES runs 
faster (even than the US version), because only the PAL version has 
the DSP chip in it. Is that true? 

John McGann, Dublin. 


DAVE Jr: Hmmm, a set of tricky questions and no 
mistake... (1) The 32-bit ^wonders' do suffer from 
a lack of RAM,, but the PlayStation really suffered 
from slowdown and animation loss in 
DarkStalkers as, apart from other difficulties, the 
game development libraries developed by Sony themselves 
only used a third of the PlayStation's full power. Apparently 
they're trying to rectify the situation, but until they do (and it 
won't be for a while) there'll be problems on many 
PlayStation titles. The Saturn fairs better on the 2D front, but 
if it's arcade perfection you're after, try the Nintendo 64 (see 
the Mortal Kombat 64 feature last issue for proof of the 
machine's unrivalled 2D power). The Nintendo has RAM, as 
the cartridge works in exactly the same manner as a CD (to 
store game information, which is then 'downloaded' into the 
machine), but the lightning quick access time means instant 
games with no horrid loading problems. (2) All the games you 
mentioned have not been announced for the N64, but judging 
by the perfect copy of UMK3, expect exact arcade translations 
that will completely astound and amaze you! (3) Yes... and no. 
Yes, if you plug an official Mario Kart into a convertor and 
play it on an American Super NES (something we would 
NEVER recommend), you will experience a much faster race 
(complete with hideous glitching). This is due to the game 
being optimised for the British market (i.e. tweaked to run as 
fast as the import copies), 'cos import machines run 17% 
faster due to our tellies displaying more lines... blah-blah... 
(you know the drill). And no, all copies of the game have the 
DSP chip in them. There, that told you. 






HAM AND CHEESE ON FRENCH 
BREAD PLEASE, MARIO! 


Dear Dave, 

Please could you answer my questions? 

(1) In Super Mario 64 will Yoshi be having a roll? 

(2) In Super Mario 64 will there be an overall world map like in 
Super Mario World on the Super NES? 

(3) Will the Nintendo 64 come with two controllers, or will you have 
to buy one separately? 

(4) Please! Please! Tell me how much on average the games will be 
for the Nintendo 64? 

William Stuart, Knutsford. 


DAVE Jr: (1) What, you mean will he fall over? Or 
perhaps have a sandwich? Hmmm, I reckon he'd 
like a lettuce and mayo on plain white with some 
Cheese n' Onion crisps on the side. Yum! Actually, 
I think you may mean role, in which case you may 


remember that last issue Mr Miyamoto himself confirmed that 
Yoshi is hidden in SM64 - but you'll really have to look for 
him! (2) Refer to the awesome N64 pull-out for further info on 
that! (3) The N64 comes with one controller, as the others are 
available in a choice of colours so you can choose which one 
you fancy. (4) No! No! I can't! I told you last month! We don't 
know - but we'll inform you as soon we receive word. 
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Dave!! Get 

your sweaty ruitts off this 
machine and let me have a go 
NOW!! Please! Pu-leeezeH 


MORE NINTENDO 64 QUESTIONS! 
ARRGGH! 


Dear Dave, 

Please answer my questions or Til kick ypur head in - and I know 
where you live! 

(1) Will I be able to get WaveRace 64 and Super Mario Kart R 
before Xmas '96 in Ireland. If so, where? 

(2) I read in an Irish newspaper that the N64 will cost £400 with no 
games, and won't be out until 1997. Please tell me I read wrong! 

(3) Will you notice the difference between the US and UK N64s? 

(4) Will the UK N64 work on any television? 

(5) Will you need different memory cards for different games? 

/an, Micheal and Aidan, Wexford. 


DAVE Jr: As you We been so politer here goes: (1) 
Probably not os they're not scheduled until the 
end of the year on import. (2) You read wrong! 

The likely cost is around £200r and you may find a 
game bundled. The cost is more or less certain. (3) 
They'll both be blindingly quickr and big releases are sure to 
be optimised to run as fast (in the same way as the Super 
NES). (4) Yep. (5) Nope, the memory card has a capacity of 
256Kr meaning there's space for at least a dozen save slotSr 
which is more than enough for anyone! 


out your copy and play it again. 
Th^gamc is an absolute cocker! 


This is just a demo of 
Zelda on the Nintendo 64, okay? 
But the real game will he like this! 


'THE EVIL C&VG TERRORISTS WHO 
SABOTAGED NMS ARE EXPOSED!! 

Dear Dave, 

Why oh why did you misinform your entire readership in NMS #46? 
In the Starfox 64 feature, you mentioned that the Starfox team 
comprised of (and I quote); "Fox, Slippy, Gribbit and Falco". Who 
the heck is Gribbit? Don't you mean Peppy? Doh! 

Luv and hugs, Tom Guise, Paul Davies, Ed Lomas, Jaime Smith, 

C&VG Land, 


DAVE Jr: Ho-ho-ho! You guys kill me! Hey, every^ 
body knows that Peppy^ middle name is, er, 
Gribbit. Sabotaqe our Ag wo^d you? Right then^ 
just for that he^fj^sorf^nf^ifering pictures of 
you lot. It's payt 


Would YOU huy a shady multi foimat maij horn thir.i' mutant 
Note Ml Davis (sei ond left); he usiyd to woik on NMS Oh, the shamet 


DAVE Jr: (1) In Japan, you'll get one machine and 
one controller. In America, you'll get one machine 
and one controller. In the UK, however, there's 
still no confirmation, though we're expecting a 
Super Mario 64 pack. But maybe not. Helpful, eh? 

(2) Huh? What do you mean? Do you mean accessories or 
games? What are you blithering on about, man? (3) The sheer 
volume of units needed by the unprecedented demand means 
that Nintendo have to release their games system in home 
territories first, hence the staggered starts. (4) N64 Zelda is 
ages off yet, as the genius Miyamoto is ensuring it'll be an 
absolute humdinger. As soon as we get any screenshots (the 
others were just a demo of the N64's POWER!!), we'll print 
'em! (5) Yoga, meditative flying or perusing your Super NES 
back catalogue does the trick - we were playing Mario Kart 
non-stop right up until the N64 arrived. 



GIMME GIMME!! N64!! NOW!!! 

Q 

Dear Dave, 

Please answer these questions because 1 am going 
insane. 1 can t survive all these months - 1 have to 


have a N64 NOW!!! 

(1) Is it true that when you buy the N64, you only get the machine 
and a controller and NO game? 

(2) What sort of 

software will there be to add on to the N64 to make it better? 

(3) Why is there a delay? Why can't Nintendo just release the N64' 
in Japan, America and the UK at the same time? 

(4) Will Zelda be a massive RPG like the Super NES version - and 
can we have some exclusive shots? 

(5) How can I survive all these weeks? Reading NMS helps but I 
• want the N64 nowl 

Alistair Green, Huddersfield. 

























What with Ken Griffey Jr^s Winning Run and now 
this, we've gone basebaii crazy here at NMS, At 
this rate, we'ii aii be wearing our caps back to 
front, chewing tobacco and spitting aii the time. 
And we wouidn't want that now, wouid we? 


It always amazes me that a sport can be hugely popular in H 
one country, whereas in another nobody could care less. H 
But it seems that no matter what the game, the Japanese 
are always willing to give it a bash. Take baseball, for H 

example (although, let's face it, few of us do): it's 
America's national game, yet the Japanese have taken it under 
their wing and made it their own. It's the same with football; 
whereas Americans, no matter how hard they try, can't grasp 
the concept of a game that flows without constant interruptions 
for commercial breaks, the Japanese have again welcomed it 
with open arms. Although hardly world beaters, they've started 
their own J League and have even enticed some of the world's 
greatest players to compete in it. But then, for a million pounds 
a season, who's going to turn them down? 


©^[lo 

So the N64 is finally off and running, but what 
sort of games can we expect to see over the 
next couple of months? At present, it's unclear 
which third party games are due for immediate 
release. But our sources have revealed that 
Imagineer's exciting new baseball game could 
be one of the first to hit the streets. If you've 
been paying attention to this issue, you should 
have a clear understanding of the rules of 
baseball. So let's go straight to the batter's 
plate and find out a bit more about it. 


IT TAKES ALL SORTS! 

It seems that different cultures 
have their own ideas on how 
to develop sports sims. We 
tend to follow America, who 
prefer a serious approach 
with very realistic-looking 
players. Japan, on the other 
hand, tend to go for rather 
usual characters who look as 
if they've stepped out of an 
RPG and onto the baseball 
field, albeit with a quick 
uniform change. Stadium 
King is no exception; as you 
can see, the players' heads 
are totally out of proportion to 
the rest of their bodies. With 
their fat bodies and skinny 
little legs, they hardly look 
like athletes in their prime! 


102 

































(g^[SD(g^'ir[y][S[] 


[B[LDD[L©D[M 


Another rather nifty feature 
is the use of caricatures of 
the Japanese Baseball 
League's top players. I'd be 
amazed if anyone could 
name a top Japanese player, 
and I bet the only Yanks out 
there are the 'has beens' 
seeing out the end of their 
careers. We have absolutely 
no idea who this heck he 
this bloke is, although I think 
we can assume he's the 
pitcher - and a pretty good 
one at that, I'd imagine. 


There's nothing worse than having to wait 
your turn whilst your mates battle it out in 
|wo-player mode. With baseball games 
'Qsting nine innings, you can be waiting for 
some time before you get chance to step up 
the mound. Luckily, with the N64 having 
^our controller ports, that's no longer the 
^Qse, and Stadium King allows up to four 
players to play at once. There are options 
either team up and play against the 
computer or battle it out between two 
P*ayer-controlled teams. 


\}^(Q)w ©© Trc^[iY 
®( 2 ) 

With games we always see the 
end result, and more often than 
not are very impressed, but do 
you ever wonder how they 
achieve the finished product? 
Here we can see the various 
stages the stadium goes through 
before completion. It starts out 
as a wireframe model. Once 
that's complete, polygons are 
moulded over the top and the 
stadium begins to take shape. 
Finally it's texture mapped to 
create the incredibly smooth and 
realistic look. 
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"Hi, rm Will! Nice to meet you chappies again! Why, I 
f haven't seen you since my first adventure way back in 
NMS #33. Ooh, wasn't that a long time ago? Well, now 
I'm pleased to say that I'm back in another adventure 
with even more exciting graphics, and even more of an 
incomprehensible plot! Hooray for me!'' 

Just don't ask about the plot to the follow-up of Illusion Of Time, 
just don't. Because we don't know, okay? What we can fathom is 
that the Earth was created (yes, obviously), and man slowly 
emerged from the primordial ooze to establish himself as the 
dominant lifeform on this sorry little planet. After thousands of 
years of barter, war, famine and fire, our plucky little ancestors built 
up quite a pleasant little world. That is, until a great fire destroyed 
the land completely, the clocks struck thirteen, and the quivering 
inhabitants turned into small super-deformed cartoon chappies with 
stumpy legs. And so a sequel was born... 






SO WHAT’S DIFFERENT. THEN? 


Mind small |X 

^ of old I \ 

those M 
men who 

The trouble is^ dl the 
so you'll ^ffer 
with Treasure 
fidther angry when we; 
que^ but didn't 
bonds at this import 
well used to this type 
gM^nocLs^^ose wi#i a short 
u^^»^']^glfsh text version 
MBMaeodtesi 




WMSI 104 




I ■# fc; 




WHERE HAVE I SEEN 
THAT MAP BEFORE? 

Aside from your classic Zelda-esque scrolling 
adventure, Enix have... er... borrowed the 
Mode 7 land map that helped start the whole 
craze off! Once you're outside of the village, 
town or wilderness locations you can begin 
trekking through the surrounding landscape, 
and your party turns into an even more 
deformed and squashed hero with rapidly- 
moving feet. Now you can visit mysterious 
desert ruins, haunted forest glades and all 
manner of mighty fortresses! Onward Will, my 
faithful soldier! 
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A GRAPHICAL TOUR-DE-FORCE! 

Som» of tbe graphical effects on this particular 
co^ simply breathtaking, such as the 
'lirtjrtslucent cloud effects, and the bathing of 
:p n^icdl ttghf on many of the more out-of-the-way 
“ places: Aside from lighting, the characters are 
Superbly drown and well animated (despite being 
O fad smofer than they were in the first game). 
i^TWs looks set to be another stunning RPG! 


DESTROY ALL PUMPKINS! 


,ood lord! You ccm actually pick up pieces of scenery ai 
V lem at foes or onto the floor to clear a path! How 
the bush-slapping of Zelda, this weird and particuf 
irait of whacking and throwing inanimate objects hoi 
.ver by Enix, whoVe refined and improved the tech 
ear you ask? Well, now you can demolish whofo pkli 
pumpkins (except for the talking one - yes, the taWng. 


700/?7 


OH. YOU WANT SOME 


EH? 








FOR A UK 


777/276 


to I cr> ^ ^ 

c <r.8j J-. 


Combat is also very similar to the first offering and therefore also 
nods a head to the great-grandaddy of them all, Zelda. Walk about 
in the usual manner, and all of a sudden some 'handy' gent with a 
two-handed scimitar pops up to dish some real mean hurtin'l Then 
the battle occurs immediately (no shifting perspectives here) until 
Will vanquishes the unfortunate attacker, sometimes picking up an 
item of use. Will himself uses any weapons he finds os he gradually 
builds up his experience, learning new 
spells until he is ready to 
confront the ultimate adversary! 


LET ME PLAY! MEEE! 


GAME DATA 

• GAME: CREATION OF HEAVEN & EARTH 

• SK: ENIX 

• RELEASE: OUT NOW (JAPAN) 

• GAME TYPE: RPG 

• PLAYERS: 1 

• CART SIZE: 24 MEG 


Offtcbl gomefs should hold themselves with ejcriled 
we^c ieomt that an Engfah trqnslc^n being pe 
speak, and should (note that Vvn stressjf>9 the 
ovofloble in the Autumn, iust think: no more troi 
not understondmg what everybodi^ is saying t< 
sheer number of Jbcotions and beout^ul 
took for o top review sooni 
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Furry, cuddly and lovely to stroke - thafs our Dave 
Upchurch, Just like Whizz, in fact, the floppy-eared 
rabbit star of Titus' innovative new 3D platformer. Okay, 
so it's not quite Mario 64 but then again, what is? 

In the world of games, rabbit heroes are few and far between. In 
fact, the only one we can think of is Peppy from Starwing, and as 
he played second-fiddle to Fox McCloud he doesn't really count. 
This situation is a bit of a shame if you ask us, especially as we 
think rabbits make ideal platform game heroes. For a start, they're 
really cute - always a good thing for a platform star to be. 

Second, they're pretty nippy and ace at jumping every¬ 
where. And third, they taste delicious either baked in 
a pie or as part of a stew, so you don't have 
to concoct some stupid plot to explain 
why everybody's chasing after 
them - they just want a 


FUN IN 3DI 

The star of the piece is a rabbit called (you 
guessed it) Whizz. An odd-looking but obviously 
tasty little fellow, our Whizz is being pursued by 
the rascally rodent Ratty, a fiendish character 
who's gagging for a steaming slice of rabbit pie. 
To escape Ratty's clutches. Whizz has to navigate 
his way through 11 isometric-3D mazes, each of 
which ■ 


is packed to capacity with 
nasties and traps, before a timer 
counts down to zero. And should 
he fail. Ratty won't feel like 
chicken tonight, that's for sure... 
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GIVE 'IM A ROCKET! 

On each level there are four special bonus rockets to find. If 
Whizz manages to locate and then launch them, he gets 
rewarded with a massive points bonanza once he reaches the 
end of the level. However, because the time limits are so tight, 
wise players will ignore hunting for the rockets until they re 
familiar with the path through each maze - only then are you 
likely to have sufficient seconds to spare to go rocket hunting. 




POOR BORE! 

Blocking Whizz's progress at several points 
throughout each level are various types of door. 
Sadly, even Whizz's fearsome spin attack can't 
bash 'em down, so there's nothing for it but to 
hunt down the 'key block'. Once collected, these 
special sections will magically open even the most 
troublesome of portals. The problem is, they're 
normally hidden away in the most incovenient of 
places, so be prepared for a hard search! 


HRU 


THE 


KEYHOLE! 


Golden keys can often be 
found in the less-frequented 
parts of each maze. Once 
picked up, they can used to 
open the locked trapdoors that 
lead to bonus mini-levels. 
However, don't waste too 
much time grabbing the 
goodies as (more often than 
not) the timer will run out, 
and you'll end up as a tasty 
morsel on Ratty's dinner 
table! Hee-heel 


AME DATA 

• QAME WHIZZ 

• BY: TITUS 

• RELEASE: TBA 

• GAME TYPE: PLATFORMER 

• PLAYERS 1 

• CART SIZE: 8 MEG 





































o/^niMiNt, UP THE WRONG TRee- 
The stages are broken up into several short 
culminate in a battle against some form of i 
typically defeating these guardians av 
Save point. The first boss battle that 
mutating space tree. Blasting the root 

oei^ert^rT^ fireballs lobbed 

perverted plant, the bionic blaster has to take < 


sections, all of which^ 
mega-nasty boss, and 1 
you with a valuable ' 
h engages in is with a 
is merely the start 
at him by the 
out the base before 
to be 
then 
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Ever wante(l4trfak^ on anj^m empire and save ^Aie ® 
whole World single handed? You bet your life you hM^! 
Come take a gander at the latest release from Titus, akd 
revel in the pure gaming delight that is Realm,,. ^ 

^iitthough the hero of Titus' blaster may appear human (indeed, with ^ 
his long blonde locks he looks more than a little like our Shaun!), 
is, in fact, a bionic soldier, created by scientists to protect Earth. You 
^e, the year is 5069 and we as a planet have taken a serious butt- 
Rlijking from the alien Cyber-Mechs during the 16th Intergalactic \ 
Wdrs. Afraid of a repeat performance, Biomech (as the cyber-her<^s 
known) is transported to the enemy's homeworld, his task to seek 
and destroy the Extraterrestrial Battle Station and so ensure our 
species' survival. Unfortunately for Biomech, he has one weakness^^ 


GSX750 
This is just about the 
closest thing you can get 
to a machine gun In 
Realm. With this mega- 
meaty destroyer in your 
hands, you can blow up 
most of the smaller 
enemies in an instant. 


VFA750 

This is one of the most 
powerful weapons you 
can find, its only real 
drawback being that it 
can only fire in a straight 
line. Once again, this is 
an ideal weapon to use 
against the bosses. 


NA75 

Fires out a fiery circle of 
miniature bullets; 
however, the longer your 
finger is pressed down, 
the more powerful the 
blast. The bullets also 
increase in size to cover 
a larger area. 


TRI 

This baby blasts out three 
plasma beams, making it 
the ideal weapon to use 
whilst running through 
the stages 'cos very few 
enemies can break 
through its fire to sap 
your strength. 


RD350 

Although lacking in 
. power, this weapon is 
incredibly accurate. It's 
an ideal weapon to use 
against the bosses, as 
you can avoid their 
attacks while continuing 
to hit from all angles. 
































^ FOLLOW Me IF YOU WANT TO LlVeT^ 

ome and join Bbmech oaa brief tour of one of Realm's earlier 
levels. Hey; it's a total blast! 


Blast the tiny icon to reveal o 
hidden platform and forca the 
v/ater to subside. Yq^ icoii 
ow progress through the Met 
the level, without the fear 
rusting away. 


This is the first mini-bbs?^H 
Destroy this dro^on^egriiMM 
to receive the 
run for your life, as an 
avalanche starts the moment 
jhe poor beast snuffs it. 


After shooting a sec^^^H 
switch, Biom@ch 
his way over to the rijlfflH 
Avoid the creatures tnStWi 
liyifour movement - jump 
IPMcly or they'll pierce you 


Cross over t he wa: 
reach Boss 
skull and affiiSH 
But watclr 


near the top of 


Ride the mech monster 
the water, blastttmg||tti| 
hanging from thtf^HH 
careful as you've very n 
to retreat! 


Keep going, you^ 
there! Wipe out the 
scorpions by blasting the^^ 
Mfegs in their tails, and you'lT 
clear run at the end- 
xPffevel guardian. 


HBBpPPPPIIKsrgrab your 
'G5Jr/5(Tahcl blast him to 
kingdom come. 


000040 
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COULD YOU 
OIL MY JOINTS? 

Having to face an army of Cyber- 
Mechs may be a daunting 
project in itself, but there is 
something ever more frightening 
|for Biomech - 'cos he's built from 
[rnetal, he's prone to rust! With all 
the latest technology, you'd think 
the scientists would have tried to 
make sure he was rust-proof! 
Whbn he reaches a stretch of 
'vat^ there's normally some sort 
of vehicle at his disposal to help 
himjget across. However, if 
therf;s nothing to be found, 
you'd better leg it quick before 
he disintegrates to nothing! 


ni8070 


GAME DATA 


• GAME: REALM 

• BY: TITUS 

• RELEASE' JULY 

• GAME TYPE: SHOOT-’EM-UP 

• PLAYERS: 1 PLAYER 

• CART SIZE: 8 MEG 
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[ To weaken the guardian, 
Biomech has to zan the 
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What? Heavy metal?! Did someone mention heavy 
metal?! Right, this one's for me then. Oh, that's only the 
name of the game - / thought we were talking loud, 
thrashing music. Well, this looks like it rocks anyway,,. 

When I was a nipper there were millions of comics to choose from, 
but tor me there was only one real choice. Yes, you could keep your 
2000ADs, your Battles and your Actions, 'cos I wouldn't read any¬ 
thing but Roy Of The Rovers. Every Saturday I used to wake up at 7 
o'clock sharp and dash down to the local 

a newsagent. Barging everyone else out the 

way. I'd get to the counter and hand over my 
lOp (yes, that's all it cost in my day). Then, 
sweat pouring down my face. I'd sprint back 
» ^ home as fast as my puny little legs would 
y carry me. Within seconds I'd be lying on the 
^ living room floor, pouring over such delights 
as Tommy's Troubles, The Hard Man - and 
m who could forget The Safest Hands In 

MB Soccer? But one thing's still puzzling 

V me: why hasn't Roy Race aged, 

^ \ despite his son growing up? Surely 

^ * his son is older than him now. Hey, 

/' it's just a thought! 


GAMES WITHOUT FRONTIERS! 

Apparently there's a barrier that separates two universes and, 
so long as it's not breached, both dimensions can co-exist in total harmony. 
It's a bit like the situation you get when you have two schools close by 
each other: should you stray too far into the enemy school's territory 
there's every chance you'll receive a severe slapping! Anyway, this barrier 
has disintegrated due to the meddlings of Mistress Crescendo and Baron 
Zemo, two megalomaniacal super-villains who have joined forces in an 
attempt to spread their reign of terror across both universes. Hmmm, we 
reckon it'll take more than one superhero to save the day this time... 


YOU GOTTA SCROLL WITH IT! 

Iron Man/X-O Manowar is basically a scrolling 
shoot/beat-'em-up, with the main twist being 
that you get to choose which superhero to 

—_ control. Both Iron Man and X-O 

Manowar have the ability to zap the 
opposition, as well as kick and punch 
the living daylights out of them. But 

■ ; with two evil forces collaborating there 

■ ' are even more boss battles to contend 
; with, so you have to keep an eye open 

|H|^ for the energy top-ups which appear 
throughout the levels. 


GAME DATA 


• C.AMl I RON MAN/X-O MANOWAR 

• RY: ACCLAIM 

• RELtASt JRA 

• CAML TYCl REAT-'EM-UP 

• PLAYERS: I 

• CAR I Sl/t 4 MEL^ 
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PREHISTORIC MAN! 

Unlike Iron Man, a hero of the future, Manowar 
dates back thousands of years. He was captured 
in the 5th Century by Spider Aliens, but thanks 
to a stolen cybersuit he managed to escape 
1400 years later. How he didn't die of old age is 
anyone's guess - he must have stocked up on 
multi-vitamins! Once again, his armour packs a 
host of amazing weapons such as ion cannons 
and tractor beams. He even has a sword! Look, 
not everything's got to be high tech, you know! 


THE IRON AGE! 

It always amazes me how powerful these superheroes can 
become simply by throwing on a suit of armour. 

Take handsome hunk Tony Stark, for example: 
by day he's a multi-billionaire industrialist, but . 

the moment he senses unrest in the world ^ ' 

he dons his Iron Man costume and - 

hey presto! Yes, simply by changing his ^ 

attire he can now lift seventy tonne 
weights without the merest hint of 
^ lower-back pain, fire off a range 
f of high-tech laser weapons 

55 and, to top it all, fly like 

some crazy metallic ^ 

bird! Flimpin' 


COMIC CAPERS! 

Iron Man is just one of many Marvel Comic 

characters to appear on the Super NES and 

Game Boy, but this is the 

first time superheroes from ^ ^ | 

rival comic companies have 

teamed up to save the 

world. Iron Man is one of 

the Marvel superheroes, like \ ^ 

Spider Man and Wolverine. i 

However, X-O Manowar may * 

be less familiar. He's from ^ 

Valiant (Acclaim Comics), the ^ 

company who are also 

responsible for Turok: ^ 

Dinosaur Hunter - which is ^ 

soon to be an N64 game! 
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is proving very popular, with the Cardiff store 
being the most successful PX Electronics Boutique 
in Britain! "I think a lot of people are planning to 
trade in their old consoles when the N64 is 
released," he stated. Obviously he was talking 
about the weak 32-bit competition, as there can't 
- " ..; ■ t.t-. ' tti be many that would want to 


Gareth Weaving, yet another I 
RPG-head, is a huge fan of 
Illusion Of Time and Secret Of 
Evermore. Once again, he's in no 
doubt that the N64 will blow away 
the other so-called super consoles: 
"I've seen the screenshots in NMS 
(where else could you see them?) 
of Mario and the other games, and 
it's really whetted my appetite. I 
really can't wait." 


ELECTRONICS BOUTIQUE 


I bumped into Ron Hunt as he was contemplating 
buying Urban Strike. Ron has been a Nintendo fan 
^ for many years and, in his time, has owned a NES 
, and is currently more than happy with his Super NES, 
although he can't wait to get his hands on an N64: 
"I'm really looking forward to the N64, and so are 
all my mates!" So what's Ron's favourite game? "I 
like all the Zelda games." 


Desperate to get his hands on a 
Killer Instinct T-shirt, Lee Ellis told 
me how much he loved Donkey 
Kong Country 2. He is also a 
__huge Street Fighter 2 Turbo fan. 

Overall, he wasn't too bothered about the delays 
with the N64: "I'm really happy with my Super NES," 
he told me with a big grin on his face. Cheers Lee, 
have a T-shirt for your troubles! 


(MM§) 112 


Thank goodness for Euro '96! Yes, footy 
seems to have gone to your heads 'cos 
according to Dan Davies, EB's Sales 
Assistant, FIFA '96 is selling extremely we 
at the moment. "There's also been lots of 
interest about the N64," adds Dan. 
"Unfortunately, with no firm UK release 
date, it's difficult to tell the kids much". 
Dan is a huge Sensible Soccer fan as, in 
his own words, "it's the best game ever 
made." Can't argue with you there, Dan! 
Lee Davies, EB's Assistant Manager, also 

• * I ■ I • • I ■ ■ I ■ I 
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Super International Cricket 


(2) Zoop 


Urban Strike 


(4) Legend 


Kick Off Euro Challenge 


parr wiin ineir wonaerrui oi 
Super NES! 
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Welcome, game freaks, to the latest mstatm^%)oT 
Shopwatch. Yes, this is your chance to have jfout^ §py^ 
directly to an NMS teamster, so why not pop" dhwtj 
the allotted day and air your views. We will, of Sou^sei^ 
reward you for your troubles with stacks of Nintenjlo)^' 
goodies. So what are you waiting for? ' ' 


I have to admit that when I asked Dave if I could visit a foreign^ - \ 
country with a tropical climate, downtown Cardiff was the last^place^ 

I had in mind. However, the beautiful sunshine and the sound of j 
a different language that greeted me on my arrival in the fair 
Welsh city almost had me believing Dave had made my wish 
come true. Wales Is the country that gave us the likes of Ryan 
Giggs, Ian Woosnam and... er... VInny Jones, so let's see what 
the game boyos from Cardiff have to say for themselves. 
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I was surprised to find that the 
majority of gamelets I spoke to 
are massive RPG freaks, so 
here's a list of the top 5 RPGs 
on the market. 


When not beating up on each other, Aled and Rhys Baker like 
nothing more than a nice relaxing game of Killer Instinct. However, 
for once they could both agree about one thing: the N64 - they 
f^t the playability and graphics will be superb. So, between you, 
sum up the N64 in as few words as possible: "It's going to be 
something you just have to own," was Rhys' reply. Although Aled 
was a little more reserved, he was equally spot on: "It's going to 
have some amazing titles." I threw a T-shirt between the two of 
j them and made my getaway before the blood began to spill. 


Richard Johnston seemed more content 

to reminisce about the old days, proudly admitting to "getting 
out for a bit of nostalgia. I still play all the Mario games. Solar 
and Bubble Bobble." His opinion of the N64? "It looks like it's 
be amazing and I'll buy one the moment it comes out." 


my NES 
Jet Man 
going to 


Michael Unsworth is a major platform maniac, owning such delights as 
Kid Klown In Crazy Chase and Donkey Kong Country 2. He's hoping 
his dad will buy him Yoshi's Island and, of course, an N64 when it's 
released. So does Michael let his dad play on his console? "Not very 
often," said dad. "He only let's me play to show me how bad I am." 
Good on you, Michael! 


BREATH OF FIRE 2 

It is an age of magic, monsters 
and dragons. Take control of a 
small team of adventurers and 
battle your way through various 
lands to discover the where¬ 
abouts of your father and sister. 


HiXTSrOP:SHCm[lDI 

Pay attention all you game 
freaks from Sheffield. Yes, our 
Shaun will be back on his 
travels on Friday, August 9th, 
so get your skates on for the 
chance to talk to one of those 
annoying people who's actually 
played on the N64. So whether 
you want to ask him about that 
wonderful experience, or call 
him every name under the sun, 
come on down! 'Til then, happy 
gaming puntlets. 
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■ ^ Paul Froude is a mammoth RPG fan and loves Final 

^ Fantasy 3. Paul reckons that he won't buy anything 

until the N64 is released, although he would be 
jT ' ^ tempted if Mario RPG came out in the UK. So why is 

the N64 going to be so great when it sees the light of 
® ^ day? "It's the quality of the titles. They're incredible," 

* " ■ he beamed as he wrestled to get a T-shirt from my 

i y bag of goodies. 

//' 

II I At first glance Matthew Morgan looked like a normal 

- — ^ person. Unfortunately, he had a slight confession to 

make: " I used to own a 'Mega Drivel'," he sighs with an 
embarrassed look on his face, "but my mates converted me." Another 
RPG fanatic, Matthew loves Secret Of Mana, and is also a dab hand at 
Killer Instinct and Street Fighter 2. Matthew is expecting great things from 
the Nintendo 64, with playability and quality of titles topping his list of 
reasons why it will wipe the floor with the opposition. 


ILLUSION OF TIME 

Top excitement as you take 
control of Will and his alter- 
egos, Freedan and Shadow, 
battling through a barrage of 
baddies in an effort to reunite 
the hero with his father. 

SECRET OF EVERMORE 

Help a boy and his faithful dog 
to discover the Secret Of 
Evermore in Squaresoft's most 
recent UK RPG. Battle through 
four different worlds to make 
your way back home. 


Luke Keegan is a complete Mario nut - Super Mario World was the first game he ever bought, 
and Yoshi's Island was the most recent. "I just love playing Mario games," he admits. Yet again, 
Luke was disappointed in the N64 delays: "I feel terrible about the delays to the Nintendo 64, but 
I know I'm going to be totally amazed when it's released." He also felt that once the UK public 
gets their hands on it, Nintendo's reputation for releasing quality software would see it come 
through with flying colours. 


ZELDA: 

A LINK TO THE PAST 

Help the noble Link recover the 
pieces of the mystical Triforce, 
rescue the Princess and defeat 
foul Ganon in arguably the 
finest RPG ever developed for 
the Super NES. 


SECRET OF MANA 

. I Undertake a dangerous journey 
U to find the seeds of the Mana 
tree and restore the balance 
, ^ between good and evil. The first 
multi-player RPG to appear on 
the Super NES! 


iNo sooner naa i waiKea inrougn rne 
door of Virgin than I was pounced on j ^ 

t)y Rob Jenkins. He bought his Super j ^ — I 

NES when it was first released, and ^ ^ 

his favourite games are Killer Instinct and Yoshi's 

Island. "I'm a bit disappointed the N64 is taking so long, but I'll definitely 
get one when it's released. It's going to be better than anything else 
that's out at the moment." Cheer up Rob, not too long to wait now! 














You think weVe finished wn 
Mario 64 and Piiotwings 64 
Heii no - indeed, the oh-so- 
punishment is oniy just star 
Tune in next month for yet n 
in-depth coverage, inciudini 
worid-hy-worid examinatioi 
Marions 3D epic and some < 
insights into the aeriai anth 
Piiotwings crew! 

PLUS! 

• Exciusive news on the foi 
N64 third-party tides! Just 
1 everyone he piaying after I 
compieted SM64 and PUf6 
% Disney's dazxiing Pinocc 
Super NES gets the fuii in- 
I NMS review treatment! 

I • Stunning mega-preview 
I Capcom's imminent Marve 
I Superheroes: War Of The i 
I D And tots, iots more! 
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It’s five years since the original, and 
Mario returns in his 


richest and deepest W 
adventure yet. 

A total of 6 worlds with 60 stages of 


unique Morphmation action 
i delivering awesome 
I speciai effects. 
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GO FOR GOLD! 

"Olympic Summer Games is just excellent and should be 
on every sports enthusiast's list of games to buy!" 91% NMS 

Bring all the drama and anticipation of the Atlanta 1996 Olympic Summer Games into 
your home. Choose to represent one of 32 Nations in this most prestigious athletic event. 

Challenge the world's finest athletes in 10 of the most exciting competitions across track, 
field and shooting events for up to 8 players. Practice mode and three different 
competition skill levels will strengthen your ability to go for the ultimate victory! 



OFFICIAL 
LICENSED 
PRODUCT 
OF THE 
ATLANTA 
COMMIHEE 
FOR THE 
OLYMPIC 
GAMES, INC. 


AVAILABLE NOW ON 

mmimmu. CAMEBOf 
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